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Technical Support & Customer Service 

Bethesda Softworks is always ready to try to help you with you . Technical 
Support is available at (301) 963-2002, Monday through Friday, between 9:00 a.m. 00 p.m. Eastern 
‘Time. Please be near your computer and have pencil and paper handy when calling. Customer Service is 
available at (301) 926-8300, Monday through Friday, between 9:00 a.m. and 6:00 p.m. Eastern Time. 


Bethesda Softworks On-Line 

In an effort to support our customers, Bethesda maintains a presence on numerous online 
information services. Presently, these services include our web site (www.bethsoft.com), e-mail to 
tech@bethsoft.com, and America Online (e-mail Bethesda01). This list may change, and Users should 
reference Bethesda’s web site for the latest information on which services are supported. 


Send all correspondence to: Send all warranty materials to: 
Bethesda Softworks Bethesda Softworks 


1370 Piccard Drive, Suite 120 P.O. Box 7877 
Rockville, Maryland 20850- Gaithersburg, Maryland 20898-7877 


COMPUTER: IBM and 100% Compatibles. 

OPERATING SYSTEM: Windows 95/98 

CPU: Pentium 166 mhz or greater 

VIDEO CARD: SVGA with VESA 2.0, 3Dfx recommended. 

CD-ROM Drive: 4x CD-ROM drive required; MPC LEVEL 2 REQUIRED. 

MEMORY: 32 MB RAM required minimum. 

HARD DISK DRIVE: 350MB available space required. 

SOUND CARDS SUPPORTED: Sound Blaster! Sound Blaster Pro!™ Sound Blaster 16™™ AWE 32™ 
Pro Audio Spectrum! Ensoniq Soundscape!™ Gravis Ultrasound!™ and 100% compatibles. 
INPUT DEVICE: 4-button gamepad, joystick, or keyboard. 
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Isle of Mgasta.. 
“én fludience with the Governor” ., 
Catacombs isn 
Goblin Caverns sin 
Dwarven RUINS...» 


*Falicia’s Confession” / I’m a Gremlint,, 
The Flask of Lillandril. 
: Mgasta’s Tower 01 

des The Realm of Clavicus Vile 
~ Catacombs, part 2s 
“The Sword of the Crown’, 
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Li) hs As 


gata 
HIS BOOK 


& 
<7 he Redguard Companion 


is intended as a comprehen- 
sive guide to the game world 
' of Redguard, Whether you 
; ean occasional hint to help you solve the 
toughest puggles, a step-by-step guide to 
solving the game, or something in between, 
you will ind your answers here 


— 
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The best way to use this book is to flip to the area of the game where 
you are stuck (Caverns, Catacombs, etc). If there is more than one sec- 
tion on an area (the Isle of N’gasta, for instance), be sure to read the ear- 
lier section first, to reduce the chances of any unwanted spoilers. You 
can also read the Area Descriptions straight through to get a comprehen: 
sive walkthrough of the game. It tracks the entire adventure from start 
to finish. The sections are ordered to guide you on what we believe is the 
most enjoyable path through the game, although many of the 

levels / areas actually can be completed in any sequence. 


Each Area Description provides.a complete list of the characters you 
will find there; step-by-step walkthroughs and hand-drawn maps of 
each level; portraits and assessments of the enemies you will meet; and 
locations and properties of the vital and useful objects to be found there. 
In some cases there are two sections on a single area, to allow you to get 
hints at an early stage of the game without spoiling later puzzles. 


At the end of the Area Descriptions section is the Quick and Dirty 
Walkthrough. This lists, in sequence, all actions required for winning 
the game. Keep in mind, that while this is the quickest way through the 
game, it is certainly not the only way to solve it. 
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Su ORT 
His ORY OF 
tA eae 


ike the other three games in the 
Elder Scrolls series, Redguard 
isset in the world 


> al of Camriel, a vast continent 


whieh is home to a variety of fantastical 


» taces and cultures, Redguard is unique, 


__ hotwever, in that it takes place 400 years 


before the events of Arena, Daggerfall, 
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and Battlespire,at the close of theSecond Era, when the world-spanning 
Empire of Tiber Septim is still being formed. 


The late Second Era is the end of a long Dark Age for the people of 
Tamriel. The Cyrodiils, from the region of the same name (later known 
as the Imperial Province), were the first to rule the known world; their 
empire encompassed all the races of Tamriel: Men, Elves, the catlike 
Khajiit, and the reptilian Argonians. But four centuries ago, the ancient 
Cyrodilic Empire fell, leaving in its wake a succession of petty kings and 
warlords who tore the heart out of the continent in their attempts to 
reclaim the glory of the old empire. 


Now a new claimant has arisen: Tiber Septim, former general to one 
of the kings of Cyrodiil, who has taken on the mantle of Emperor for 
himself and succeeded far beyond any before him. After consolidating 
his hold on Cyrodiil at the center of Tamriel, his armies swept north into 
Skyrim, the home of the Nords. Next came the Bretons of High Rock, 
whose rulers either welcomed Septim’s armies or were trampled into 
the dust. 


Hammerfell, the land of the Redguards, fell into civil war upon the 
death of its High King, Thassad II. His son, Prince A’tor, led the faction 
known as the Crowns; they were fiercely opposed by the Forebears, whc 
invited Tiber Septim’s legions into Hammerfell rather than accept 
defeat. The Crowns eventually were driven back to their last strong- 
hold, the island of Stros M’kai off the coast of Hammerfell, where the 
Imperial forces were ultimately victorious. 


Tiber Septim now controls all the human provinces, and the Elves of 
Valenwood and the Summerset Isles prepare for his next conquest. 
Hammerfell, meanwhile, smolders under Imperial rule. Garrisons have 
been established in every major city, with the sinister Provisional 
Governor Richton ruling Stros M’kai directly from Prince A’tor’s former 
Palace. 
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A SHORT HISTORY OF TAMR, 


Into this maelstrom comes Cyrus, our hero. He cares little for the 
great events that have shaken Tamriel during his lifetime; he is returning 
to Hammerfell for the first time in ten years in search of his sister, Iszara, 
who has been reported missing from her home in Stros M’kai. In the 
meantime he has earned a reputation as a sword for hire, making his 
living as a mercenary on the fringes of the expanding Empire. Cyrus 
also has some unresolved personal issues to deal with — he left 
Hammerfell after killing Iszara’s husband in a drunken brawl — 
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PueAse Nove: | 


This section contains 
spoilers, ‘Chose wishing 

to discover the story of the 
game along with Cyrus 

should skip this section, | 
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IREDGUA ARD 


STORY 


GPM) eaguandis divided into roughly 
j three acts, Though t begins as 


one man's search for his sister 


St, it ends up telling the story of 


father rebellion of CE864, 


“Know ye this also: Thy race is a 
people without a past, for in the Tiber 
War thou wert stalwart guardians of 

~ Hammerfell... the ground for which 
they had shed tears of blood...” 

_ —character generation, Redguard 

»._ eharacters, The Elder Scrolls: Arena 
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From the moment Stros M’kai is in sight, Cyrus becomes engaged in 
the troubles of his homeland. Run-ins with both the Empire and the 
Redguard fanatics, the “Restless League,” convince him that his sister 
has gotten herself into serious trouble. Eventually, Cyrus butts heads 
with Imperial Governor Richton, finds out Iszara is part of the Restless 
League, and gets sent to the death-trap ridden Catacombs. Escaping, he 
then contacts the League and meets with their leader, a cautious and 
enigmatic Redguard named Basil. Cyrus learns that Iszara stole a soul- 
gemowith Prince A’tor’s soul insideé from the League and made off to 
Stros M’kai to try and restore the Crowns to power. Basil tells him, “find 
the soulgem and you'll find Iszara.” 


In Act Two, Cyrus returns to Stros M’kai and learns from a Khajiit 
that Iszara had attempted to take the soulgem to N’gasta the 
Necromancer, the only sorceror powerful enough to use it and restore 
Prince A’tor. But Iszara went to the Necromancer without precaution 
and ended up with her own soul stolen and the soulgem in the Empire’s 
hands. So Cyrus find the Flask of Lillandril, uses it to vanquish N’ gasta, 
restores Iszara and joins her cause. 


In Act Three, Cyrus recovers the gem from the Empire’s dragon. He 
finds a kinder, gentler sorceror who can use the soulgem’s magic, and 
then gathers the League together to witness the restoration of Prince 
A‘tor. The soul, however, does not go into the Prince’s body but into his 
sword instead. Though the League becomes disheartened, Cyrus rallies 
them, taking up the sword to fight the Governor and the Imperials him- 
self. As the League retakes the harbor of Stros M’kai, Cyrus enters the 
Palace through a secret entrance and catches up to Richton just as the 
Imperials are making their escape. He defeats the Governor in single 
combat and wins the day, igniting a revolution that spreads across the 
rest of Hammerfell. 
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EXPL ORING 
CEDGUARD 


PL™ he island of Stros kai offers 
wide scope for exploration, 
Within the town are more than 
Sa) 


30 people to engage in conversa- 
tion, or swordplay, or both, Outside of town are 


The following hints will make your life 
onthe island easier, and your 


search for Sssara more 


suecessfill, 
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Cut scenes can take two forms, scripted “in-game” sequences and 
longer, prerendered scenes. Most occur while in conversation with 
someone, or after something important happens. Though you have no 
control over Cyrus during these interludes, watch them carefully to 
learn how the next story segment is set up, and, perhaps, some valuable 
clues as to what to do next. 


Walk whenever on an elevated narrow ledge or area for more precise 
control. Simply hold the WALK button, or switch your default mode to 
WALK by pressing TAB. This is very useful in small, tight places like thi 
League Hideout and various interiors. Walking also keeps you from 
falling off ledges, and can prove very useful when lining up jumps. 


There is a lot of jumping in Redguard. The best advice is to be patien 
Line up your jumps and time your release. Walk to the edge of the jumy 
and back up slowly, judging the placement and distance before you go 
leaping off. You may want to save before you jump as well. F9 is the 
quicksave key and you should become very friendly with it. Also, stanc 
ing jumps (done while not running forward) can be a lot easier to per- 
form, even though they do not go as far. 
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EXPLORING REDGU 


Lo. 


You'll want to consult the map of the island that came with your 
game; it can help you figure out where you are and where you need to 
go. You can also find a map of the island in the game. When you use it 
(or press M) the map will show your location on the island. The first 
‘thug or sailor you kill on the island, will have the map on him, and it’s 
something you'll want to do early. There are no in-game maps of the 
interiors, but fortunately the Area Descriptions section of this book 
includes hand-drawn maps for each of the main levels. 


__ Tobias and Dreekius are your ultimate mentors. Between the two of 
them, they guide you gently through Redguard. Both can be found at 

e Draggin Tale. Tobias is an old friend of yours, but has to leave the 
island soon. Once he does, Dreekius, the Argonian bartender, can 

nswer your questions. If you get stuck, consult them for a slight nudge 
5 to what you should look into next. 


ill engage you in conversation, and answer your many questions. Pay 
lose attention, and you will discover Redguard’s unfolding storyline 
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to everyone — most “monsters” will simply attack. As a rule of thumb, 
if someone is advancing on you with a drawn weapon, you would be 
wise to arm yourself as well. 


You'll get used to Redguard’s conversation “trees” after just a little 
use. The basic rule of thumb is to select every topic presented, including 
new topics triggered by asking “old” topic questions. Once in awhile, 
you'll offend someone. Just separate from the conversation, and return 
‘to “get it right”. Topics already discussed are grayed out, even if you 
leave and return. So even if a topic is greyed out, it may contain new 
information underneath you have not yet chosen. 


As we all know, talking to everyone can take a long time, and occa- 
sionally can be more work than. Use Redguard’s log to move quickly 
through dialogue. Remember, you can skip dialogue by pressing the 
WALK key. Whenever someone says something important, or some- 
thing important happens (such as killing the pirates in the beginning) 
you will see a small scroll appear on the top of the screen. This tells you 
that something has been entered in your log. Check it by pressing L. You 
can also write your own notes in your log by pressing the VIEW key. 
Check your log often if you get stuck, and see if there is something you 
missed. 
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SEARCH FOR TREASURE 


You'll find gold and potions to be quite useful on your journey. Most 
of the enemies you defeat can be searched for treasure. You'll usually 
find some gold on them, but there is a 25% chance you'll find a potion 
instead. Search all the areas for gold and potions also. You'll need gold 
to buy many of the items to complete the game, and potions to keep you 
alive. Remember, Cyrus can only carry 500 gold, so if you’ve maxed out, 
head into town and spend some of your loot. 


AVE OFTEN 


Tf you do one thing, save your game often. Hitting F9 will do a quick 
ave of your game. Do it as much as you can, especially around perilous 
jumps or other dangers. It is also a good idea to set up save game slots in 
he beginning of new areas should you get stuck, and after completing 
najor sections of the game. You can save as many times as you like, and 
weate as many save games as you like. You're only limited by the size of 
drive. 


COMPANION 
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BECOMING 
A MASTER 
SWORDS MAN 


san honorable Redguard, 
you scorn all weapons except 
your trusty sword, 

——~ Fortunately, in the swash- 


d buckling tradition, so do most of the 
~~ 7 


“~~ of swordfighing 
of pcre will be essential to ur a 


© 1998 Bethesda Softworks 


DGUARD COMPANION 


In the beginning of the game, until you practice and develop profi- 
ciency in combat, all enemies will seem tough. Their attacks and overall 
strength match, and sometimes exceed, your own. Just like your charac 
ter, monsters have unique attack strategies against Cyrus. With patience 
and skill, you can figure out their patterns and use that knowledge to 
defeat them. 


Always have your weapon equipped where enemies might be pre- 
sent and ready to pounce. Remember, you can use the S key to pull out 
your sword, no matter what object you have active. 


The Redguard manual has a nice section on the speed and range of 
the various sword moves. All of the attacks do the same amount of dam 
age, so you'll want to choose your move based on where you are and 
what the enemy is doing. 


For most of your enemies, just walking in and swinging away will 
not work. Even the weakest enemies will hurt you if you attack with 
such recklessness. A better way is to time your attack so that it cannot b 
defended, and an enemy cannot defend while he is doing something 
else. If he is finishing a swing, moving, or reeling from a blocked attack 
he will not be able to defend. These windows of opportunity are small, 
but if you watch closely, you should get a lot of them. 
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BECOMING A MASTER SWORDSI 


Practice methods of getting the enemy to move so you can attack. 
t of your openings will appear during these moments. Practice the 
following: 


Step back and thrust while he moves in. If he is far away, try the 
lunge. 


Attack immediately after you defend an attack. This works espe- 
cially well after you have defended double and triple attacks. 


As the enemy tries a thrust or lunge, sidestep, then perform a 
triple attack. His side will be open and he will be unable to defend. 
This can be hard to perform, and if you do to many sidesteps, the 
enemy may get the best of you (remember, you cannot defend 
while doing this). 


fe Best Time TO DEFEND 


‘The best time to defend is, well, before you’ re going to get hit. You can- 
defend while attacking or moving. It is a very bad idea to move into an 
ing opponent, as you'll get hit easily. You also do not want to defend 
ly, or when the enemy is not attacking. As you finish the defend 
e, you'll be left open, and the better swordsmen will take advantage of 
‘chance to attack. It is best to hold your ground and defend while 

ing still. Concentrate on defense until your chance to strike arises. 
,and whatever you do, do not turn your back to the enemy. 


UMP ATTACKS 


mping during combat actually is a better way to defend than 
. Continually bouncing up and down as if on a trampoline looks 
d, but eventually you must fish or cut bait. The successful Jump 
is extremely effective, but difficult to achieve. 
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The fewer sides exposed, the greater your chance to win. If you get 
multiple enemies on you, move around. They will try to surround you 
and will switch off, taking turns giving you their best. Use corridors 
and walls so that you can take on each enemy one at a time. 


See pg 56 on the use of potions. They can really tip a fight in your 
favor, and you'll want to stock up if you’re having trouble fighting. 
You'll have to drink Strength and Ironskin potions before the combat, 
but you can use health potions immediately by pressing H. 


When ambushed by multiple enemies, discretion, in the form of a 
mad dash for cover, may be the better part of valor. Escape attempts 
sometimes don’t work, as many enemies are highly aggressive, and will 
chase you no matter where you try to run. Expect your opponent to get 
free whack at your unprotected back, Ouch! 
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Lee 


. Tarbor 

B, Market 

C, Cown Square 
D. Palace 

€. Hallin Falls 


GF, Yokudan Camp 

G, Isle of Wgasta 

$f, Saintsport 

J, Dwarven Ruins 

g. Smperial Camp 

K, Shrines of Kynareth 
£, Observatory 
M.-Arkay Fertility Statue 
1, Statue of Thassad 
O, Cavern Entrance 

P, Allchemist's Shack 
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The ancestral home of the Redguard Crowns, Stros 
M’kai was once one of the busiest islands and port citie 
in all of Hammerfell. Even though it is off of the main- 
land, its location along the waters between the Aldmeri 
Dominion (Summerset Isle and Valenwood) and the IIli 
Bay make it a strategic foothold into Hammerfell and a 
commercial choke point. 


It was here that Prince A’tor, heir to the throne of 
Hammerfell, was defeated by the Imperial army led by 
Lord Richton. And it is here that Richton now presides 
as Provisional Governor, reporting to the Emperor, 
Tiber Septim. It is also here where your sister has gone 
missing...and the land where you must search up and 
down for her whereabouts. 


When you first arrive at the island, your ship will be 
attacked by a group of pirates calling themselves “The 
Restless League.” This is an easy chance to learn the cor 
trols of the game and wipe the decks with a few nasties, 
Once you have disposed of them, you'll continue on to 
the Harbor. | 
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Harbor Area houses several Stros M’kai land- 
arbor Tower(H1), Contractor’s Table (H2), 
mbs Entrance (H3), and the impressive Statue of 
(H4). After Brennan’s ship docks, you begin on 
of his ship (H5). Pay close attention to Tobias’ 
iter. Your first step should be to find him at the Draggin 
lle (see Town Square, T1). 
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| 

| 

You will find several people here, including Brennar 
Kotaro, Trithik, and Siona. 


Resist the urge to practice sword surgery on noncom 
batants. Cyrus, strong military bent notwithstanding, 
not attack an unarmed Stros M’kai inhabitant. 


Guarding the harbor area are several of Richton’s mi 
though they are only infantry men. They will draw thei 
swords should you pull yours on them. Don’t engage 
them unless you are really hard up for some loose gold 


The Catacombs Entrance (H3) can only be unlocked 
from the inside. 
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Drennal 

Though he has brought you this far, do 

trust Brennan. He can give you directions to 
Draggin Tale and some background on the state 
e island. Once you are wanted by the imperials, 
(tbe surprised if he decides to give you up. 


iis friendly Redguard runs the Contractor’s 
le(H2) and will offer you a job to deliver an 
iulet from the necromancer, N’gasta, to Lord 
ton. The job pays 100 up front and 200 more 
you deliver the Amulet. You can take the job 
or later. 


‘ 

thi! 
This old sailor has a lot of views on the happen- ; 
around Stros M’kai. He has been living on his ‘ Trithik 


it, Which has been broken into recently. He also 
a bit of a treasure hunter. 


Ona 
a can point you in the direction of the Draggin 
dis actually a friend of Tobias. She seems to 


everybody and can give you some valuable 
ation on Brennan should he ever decide to 
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‘The Statue of Hunding 


This impressive structure pays 
homage to Frandar Hunding, the 
mythical hero of the Redguards who 
drove the goblins from Hammerfell. 
You can enter the statue by climbing on 


These are the 


the warehouses (H6) and running along Talisman 
grunts of the Imperial the city wall. Inside you will find the Hunding 
forces, They wear leather” Talisman of Hunding, which you can use 


armor. They have Abthing to 
say to you and just want to 
_keep everything in order. If 
you draw your sword, or 
are wanted by. he Coco 
they will Vattack you. They 
patrol all areas of the town, 
including the Market and 
Town Square. 


later in the Caverns. 


Attack Skill: Low 
Defense Skill: Medium 
Aggression: Medium 
Hit Points: 30 
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The Harbor Tower (H1) provides storage for 
many of the ships coming and going from Stros 
Mai. Enter the tower and head up to the second 
floor. Cross over the tower bridge and into the sec- 
‘ond floor of the south tower. Inside you will find 
Pimell. You can also find some gold in a chest in 
the basement of the north tower. 


| The watchful eyes of the sea, Prnell can 
"see every ship come and go. He even saw 
your battle with the Restless League com- 
ing to the island. Prnell is lost without his eve- 


piece, which you can find at the Bell Tower (Market, 
M3). Once you give him his eyepiece, he will let you 


take the Red Flag, his most prized possesion. 


Stem 
Che Red Flag 


ag to signal the arrival 
of ships, which in turn causes Favis to ring 
the bell at the Bell T (Market, M3). Walk 
out onto the tower bridge with tl 
it. This will make you w 
start the bell ringing. If 
the tower bridge, Favi 


lag and use 


ave the flag, which will 
ou do not use the flag on 
will not ring the bell. 
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Waving the flag on the! 
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Many of the locals pass through the market area, 
though it is not as busy as it was before the war. There 
several shops you can enter here, including Gerrick’s 
Goods (M1) and the Silversmith’s (M2). Other locatioi 
of note are the Bell Tower (M3) , Park (M4), and The 
Shrine of Kynareth (M5). 
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Like the Harbor, Infantry Guards patrol this area and 
attack if threatened. Feel free to talk to Avik or the 
cal sailors who wander around. _ 


An ex-member of the Mage’s Guild, Avik 
low spends his days playing music for his snake 
d resting. If you wish to talk to him, you must tip 


He has seen the result of many of Richton’s cruel 
s, including the death of the Yokudan boy, Hayle. 
ecan also tell you of Joto, a mage from the 


> 
Sailors 
You can find several of them wandering the 

, and even a few outside on the island. Most 
em do not want to talk to you, and prefer to be 
alone. If you run into any pirates or sailors in 
wilderness, don’t be surprised if they attack 
assuming you are after their treasure. They often 
ve useful treasure, including a map of the island. 


acters 
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In here, you can find Favis, who rings the bell, as wel 
as Prnell’s eyepiece. 


Another old sailor and friend (depending on 
when you ask him) of Prnell’s. He rings the 
bell whenever he is signaled to do so (see the Harbor: 
Tower, and using the Red Flag). He can tell you 
of Prnell and his lost eyepiece. He believes his bell 


is broken, and you can climb the rope and check 
it for him. 


emnl 
‘Che Monocle 


be found on the second level of the bell 
tower. Climb the rope and jump off to pick it up. 
Prnell left it there when he was trying to fix the bell 
for Favis. You should return it to Prnell at the 
Harbor Tower. 
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An old establishment of Stros M’kai and the place to 

nd many items. Here you can talk to Gerrick, his parrot, 
jone, and buy several items including a compass, aloe, 
feathers, a shovel, and torches. 


AHigh Elf not far from his home of 
mmerset Isle, Gerrick has set up shop in Stros 


i ading location. He hires Rollo (see Rollo’s house, 
16) to bring up goods from the harbor whenever 


—s0gp 


lhe one item no adventurer should 
e without. The red gem always points 
the north. Use the compass to turn it on 


and off. It is expensive, but should be one 


f your first purchases. 


GERRICKS GOOP 


Ge 
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Stem 


Aloe has great healing 
properties and can be used in the 
town well (T7) to create an excellent and cheap hea 
ing source. To do this you will also need the glass 
bottle found at the Alchemist’s shack. See pg.57 on 
making potions. 


These feathers from the exotic bird 
of Summerset Isle are both beautiful 
and highly useful, for the goddess 
Kynareth’s light shines bright for them. 
See pg. 39 on the Shrine of Kynareth. 


You will need to buy this 
at some point, for it is the only 
way to dig up buried treasure. 
You may want to wait to buy it 
until you need it. 


Not only useful for lighting dark areas, but 
it is needed to solve several puzzles that involv 
creating fires. They only last a short while, 
so be careful. 


Look, kids, it’s the line-of-questioning-as- 
intentional-limerick gag, again! 


ay think. He knows a thing or two about Iszara and 
give you some info if you play along! Basically, 

uu have to ask Orsone certain questions in a certain 
der to “unlock” his info about your sister. What 

‘ou end up doing is making a limerick with these 
estions, which delights the parrot to no end. 


Three possible limericks you can make are: 


ara 

Tm searching for a young lady 
‘Her dealings, I fear, were shady 
(My time is short) 

(Come, be a sport) 
ive us a break there, matey 


Restless League 

Tfought some worthless thugs not long ago 
Pray, then, parrot, tell me what you know 
(Start making some sense) 

(I'm taking offense) 

ur thuggish feathershave begun to show 


os M’kai 

long have you lived on the isle? 
ara’s been gone for a while 

fake yourself clear) 

‘m confused, here, I fear) 

These riddles aren’t really my style 


GERRICK’S Gi 
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(Lines in parentheses are interchangeable). After you 
make a limerick, Orsone will continue: 


Pretty sister had her schemes, 
Needed gold this time, it seems, | 
Twenty-one paces, | 
As the head faces, | 
Buried there the gold still gleams! ; 


With this information, you can find the gold Iszar 
buried (all 300 pieces of it!). Simply walk 21 paces 
south from the head of Thassad, which lies next to his 
statue. See the map pg. 27. 


There are several areas on| 
island of Stros M’kai thaty 
can dig for buried gold. Th 
are all marked on the map: 
above. Usually you will i 
other sailors or pirates 

around these spots as wel 
You will need to buy a sho 
from Gerrick’s (M1) and 

around these spots. There! 
50% chance you find 10 g } 
up to a limit of 200. 


oe 
STROS M'KAIL 


KINGDOM OF HAMMERFELL 


Dig by this skeleton 
for random gold! 
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THE SHRINE OF RYNARi 


"Many sailors worship Kynareth, goddess of the air, 
id pray to her to bless their journeys with strong winds 


e, but don’t expect much in return, unless you offer 
era beautiful Canah Feather (bought at Gerrick’s). If this 
is done, Kynareth will bless you, turn you into a Canah, 


is without a doubt the fastest, and coolest, way of 
veling the island. 


ere are six shrines on 
sland of Stros M’kai, 


and at the foot of the 
Tooth Mountains. 
the map above for 
ations and paths the 
follow. Remember, 
travel to the shrine closest to the direction you 
ig. Use the tick marks on the shrines themselves to 
line yourself up. 
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Stopping by the Silversmith (M2) may be good fora 
chat with Krisandra, but there is nothing of use to buy 
here. Krisandra can give you some valuable informati0 
on the Smuggler’s Den if you have heard of it, tellingy 
: that Lakene, the local handyman, lost his wife’s silver 
locket there in a game of cards. 


Krisandra lives next door (M6). Her house also 
has a storeroom in the back (M7). 


Stem 
Special! ‘Che Flask of Lillandri 
Veterani Special! ‘The of Lillandril 


At first it may seem that Krisandra has 

Guards ee ae of 

little to say, other than the info on 
Lakene. But after you have heard of 
The Flask of Lillandril, she becomes 
a lot more important. You can read of 
the Flask at J’ffer’s Books in the Town 
Square (T8). It is a mythical flask that has the pow 
Attack Skill: Medium to absorb magic, and an artifact of great power 
Defense Skul Mig (what adventurer can avoid going after such 
Aggression: Medium hi R LAgietl h eo Se ead 
Hit Points: 40 things ?). Rumor has it that there is a map lead 

to its burial spot. 


The guards 
Searching Krisandra’s 


are veteran guards, clad 


in chain and plate mail. 
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THE SILVERS. 


After you have heard of the Flask, you may hear 
guards searching Krisandra’s House (M6). Fortunately 
for you they left the door open and you can go in and 
put an end to their intrusion. 


Krisandra will be grateful after you dispose of them, 


but she has no idea what they were looking From 
Falicia, (at the Mage’s Guild, T2, pg.55) you can learn 
that there is part of a map leading to tt ask engraved 
oma box s e a Silver Ship. On ass the 
info to Krisandra, she will give you the key s 
room, telling you that if you find the ship, you can keep 
it, as she wants no more of this trouble. 


Items 


Use the key to enter her Ce 


toreroom (M8). You can only get 
he key after you have killed the guards and 
old her what they were looking for. 


The Silver Ship represents one part ofa itjj, > SB 
nap to the Flask of Lillandril. You can find 7 
ina chest in the back of Krisandra’s 
oreroom. View it and turnit over to see 
he map etched into the bottom. 
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THE TOWN SQUAR 


[PLAZA OF THE TReE€ PRINCES] _y 
4 


To Palace 


T10 


T5 


Mage’s Guild 


Around the square centered on the Regent's Pool and th 
Vionument of the Three Princes are the prominent land- 
Marks of the Temple of Arkay (T2)and of the Draggin’ Tale 

), Stros M'kai’s finest—and only—alehouse, adjacent to 
uublic well. Other important shops and services include 
Mage’s Guild (T3), J’ffer’s Books (T4), and the 
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Cartographer Maiko’s Shop (T7). Locals openly refer to 
space below Maiko’s shop as the Smuggler’s Den, a 
rumored rendezvous for members of the outlawed Restl 
League. Also on the square is the private residence of a 
brawny lout named Rollo (T6). North of the square lies 
Palace (T9) and the Jail (T10). 


When you arrive in Stros M’kai, visit the Draggin’ T 
early, get news of Iszara from your old friend Tobias, a 
make the acquaintance of the barkeep Dreekius, a kni 
edgeable local figure who offers handy tips throughoul 
the game. You will also visit Brother Nidal at the Tem 
of Arkay time and again as the game progresses; as Ti 
will tell you, Brother Nidal knew your sister, and is w 
disposed toward your cause. 


Cyrus looks east across the Plaza of the Three Princes, with 
Draggin’ Tale far left and the Temple of Arkay far right. 


Local citizens are commonly encountered wanderi 
through the square, including a bibulous Breton nam 
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THE TOWN SQUAR 


ndal, the gardener Mariah, the handyman Lakene, 

ral people FAR too busy to speak with you, and the 
present representatives of the Imperial occupation, 
al Guardsmen. Again, no well-bred Redguard 

ald pull a sword on an unarmed citizen. Like the 

lards at the Harbor [Harbor, pp.27], the guards 

ing the square take no notice of you until you are- 
clared an outlaw by the Governor, or if you approach 
m with a bare blade. 


d, but it sure is persistent. The unsavory Crendal 

olen a piece of a certain map from a fellow named 

K (pg, 29). Proud of his own cunning in hiding his 

ipiece, Crendal can be tricked into leading you to its 
lace. 


icheme: Make Crendal worry that his piece of the 
ap has been stolen so he will go check his hiding 
thereby leading you right to the spot. 


Softworks 


TO MANP* 


REDGUARD COMPANION 


Step One: Talk to Dreekius (see Draggin’ Tale pg.49)_ 
to get the rumor that Crendal has a piece of the map 
Lillandril. Dreekius reveals this information only if yo 
have begun the quest for the Flask by consulting J’ ff 
(pg.60) and a book he sells called Elven Artifacts. 


Step Two: Next, talk with Trithik (Harbor, pg.31) to 
learn a few details about what was inscribed upon 
map. Trithik only reveals these details if you have spi 
ken with Crendal and tricked him into boasting that 
does indeed have a piece of the map, and that he sto 
from Trithik. Trithik can only remember that the maj 
had two numbers, an ‘x’, and ‘long tree’ inscribed on) 


Step Three: With the details from Trithik, you can 
suade Crendal that his piece of map is no longer wh 
he hid it, that you have heard other people talking 
about the very piece of map that Crendal boasts of 
ing. This makes Crendal uneasy, and after the chat, 
marches off to check if the map is still there. 


Step Four: When you en 
your chat with Crendal, 
immediately heads off to 
check his hiding place. J 
follow Crendal (make si 
you have a shovel) and dj 
where you see him stop t 
examine the ground. Be 
not to let him see you, or 
will stop and return to wi 
he was. (The spot is marl 
on the ground by an x on) 
Market map, pg. 32) 


Crendal, the town drunk, loiters outside the Draggin Tale. Roll 
lives in the two-story building just beyond the well. 
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tt dl 


Mariah’s irrepressibly cheerful disposition 


er Kithral, who she says used to hang around the 
k by the waterfall and write in his journal. (And, by 


gf 
LK WO"TAKENE 
an “ =. 4 


iis chats with Lakene on the lane behind I'ffer’s Books. 


clemy 


Smperial 
Peacekeeper 


The Imperial 
Peacekeepers patrol the 
square, alert forsigns of 
unrest. When*you become 
a prominent sign of unrest 
as the game progresses, 


they exercise their peace- 


keeping skills on you. 


Attack Skill: Low 
Defense Skill: Medium 
Aggression: Medium 
Hit Points: 30 


Char. 


acter 
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Behind J’ ffer’s Books, on a lane leading up to 

portcullis of the Jail, the local handyman Lake 
is working on a derelict wagon, He feels everyone is 
missing the real magic in Tamriel, the lost technolo 
of the Dwarves. Lakene is a nice enough fellow, but 
has fallen into bad company at the Smuggler’s Den, 
where he gambled and lost his wife’s silver locket. 
Krisandra, the local silversmith (pg. 40), can tell yo 
Lakene’s misfortune. Lakene asserts that Rollo, the 
current holder of the locket, cheated to win the loc! 
and begs you to retrieve the locket. When you get 
locket (see Rollo’s pg. 63), give it to Lakene, and 
Lakene will give you the password to the Smuggler 
Den. The password is “spoon,” but you can’t get int 
the Den without getting it directly from Lakene. 
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THE DRAGGIN 


tfoduce yourself to two reliable 
Tobias, an old friend, and 

kius, the barkeep. And if you 
)disposed, polis 


Tobias and Dreekius 
in the Draggin’ Tale TALK TO TOBIAS 


49 


Cha 


racters 


EDGUARD COMPANION 


Speak with Tobias for a review of the political sit 

ation in Stros M’kai. This summary is critical to 
understanding the forces behind Iszara’s disappear 
ance. Unfortunately, in asking around about Iszara, 
has earned the unwelcome attention of the Imperial 
authorities. To avoid arrest, Tobias sails from Stros 
M’kai by nightfall. Before he goes, however, he tells 
you what he knows: 


e He suspects that Governor Richton is in som 
way responsible for Iszara’s disappearance. 


e He prompts you to speak with Brother Nidal, 
priest at the nearby Temple of Arkay, who kn 
Iszara well and expressed concern about her; 
also notes that Brother Nidal says another 
Arkay cleric, Brother Kithral, was an acquain: 
tance of Iszara’s, and that Kithral disappeai 
about the same time as your sister. 


e¢ He encourages you to talk with his friend Sia 
down on the docks. 


Tobias tells you to trust the barkeep Dreekius. 
the game progresses, Dreekius is a good listener wl 
the plot. thickens, and provides handy tips and hin\ 
He also presents one very important tip on fighting 
dragons—a weapon tip hardened in dragonfire is 
best implement to pierce the tough hide of a dragoi 
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THE DRAGGIN’ 


Characters 


iny guff from them. True, it 
e three against one, but 


‘ords. It’s a good opportu- 
ractice your swordwork 
thing worthless. Since it’s all 
od fun, their blows will cause 
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THE TEMPLE OF A 


Temple of Arkay was resurrected in Stros M’kai 
ago in honor of Arkay, God of the Cycle of Birth and 
th. You can find Brother Nidal here, the head of the 
mple and only remaining cleric. It’s a good idea to stop 
henever you are in town and get a full healing. 


Kind, soft spoken man runs the 
and provides complete healing for only 

pieces. He knew Iszara well, and is con- 
about her disappearance, for she vanished 

id the same time as Brother Kithral, who was 

en going to the park for some mandrake root. 

also aware that Iszara had been seeing Prince 

in secret, before his death. 
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Seems Kithral delved into the Caverns below Str 
M’kai. It is there you can find his body, and his Jour 
(pg-97). Once the journal is shown to Nidal, he will 
open up to you more. Nidal is keeping Prince A’tor’s 
body at the Temple, held in a stasis field placed onit 
Archmage Voa. Seems Kithral was searching the 
Caverns for Archmage Voa’s ring, which could be us 
to remove the stasis field on A’tor’s body. Nidal hasi 
idea why Kithral would want to do this, for the stasi 
field keeps the body from rotting. Nidal now consid 
you a friend, and will heal you for free. 


You can find this sta 
on the south end off 
island (see map pg.2 
Make an offering hei 
and be healed. It’s gf 
for healing when on 
that side of the isla 
without having to 
return to town. You! 
be healed 10 points 
every gold piece yol 
offer. 


Arkay’s Fertility Statue heals weary travelers in southern 
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SARTAY, 


Om left to right) J'ffer’s Books, Maiko’s Cartography, and the 


lage’s Guild. The steps down to the Smuggler’s Den are around 
iF 


Jaganvir is too busy to 
th humble folk like you. 
§ examine the mysterious 
hitror and contemplate enig- 
ms Of your past and future. TALK TO FALICIA 
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Jaganvir, the head of the Mage’s Guild, is som 
times found pacing the Mage’s Guild’s halls and 
practicing his incantations. Don’t expect any hel 
from this high-strung, anxious wizard. Despite t 
Guild’s policy of staying clear of local politics, 
Jaganvir worries that the Empire will shut the Gi 
down if its members are caught aiding the rebel- 
lious Crowns. When he’s not pacing the guild, hi 
can be found in his office, studying up for the 
Imperial War College he hopes to enter, the 
Battlespire. 


» 
t 
\ 


ee 
; 


% 


Falicia is a generous and cooperative source 0 
information on all things magical. The elven sor- 
cerer’s apprentice can sell you healing, strength, 
and ironskin potions at 25 gold pieces each. 


Stem 
fealth Potion —25gp 


Good for what ails you. Heals you 


15 hit points. 


tems 


loughens the skin to deflect weak or 
incing blows. When this is active, you 
ily take half damage from attacks. 


\dd force and penetration to 
ur swordblows. You'll do dou- 
damage when this is active. 


' ‘ 
ial! Other potions 
4 ‘ 
ihe making, 
= 
[here are a few other potions in the game that you can 
‘ourself. Blood Lust can be read about in the large 
the Guild, while Aloe’s use is spelled out in the 
of Hammerfell book at J’ ffer’s (pg.60). Several 
lents can be found at Old Vromish’s Alchemist’s 
(pg.24). There you can find Orc’s Blood, Hist Sap, 
im, and Spider’s Milk for the taking. You can 
find a glass bottle here. 


ix Pig’s Sac with Ore’s Blood. Acts like 
gth and Ironskin together, only it has 
onger effects. 


DL: 
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Stem 


Drop aloe (pg.36) into the well. Place 
the mixture into the glass bottle. The pure 
water from the well alone provides 5 hit 
points per drink, with aloe it gives 15. The 
bottle can hold up to 20 drinks. 


Warning! Don’t drink anything with Daedra’s 
Heart in it...causes instant damage to you! 


Visions in the Magic Pool 


he old masters of the Guild will often ask an appr 
tice in training to peer into the pool, and tell what they 
Many see “The future, the past, old friends long gone. 


The Future 


This cryptic picture of 
your own corpse causes 
you pause. 
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vith Hakan’s death, but 
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TALK TO KHAJIIT 


The cat-man scholar among his weighty tomes. 


Found in the Town Square at T4, this bookstore can 
provide loads of info by just browsing the shelves. You! 
find J’ ffer here, a learned Khajiit and bookseller. His 
price range (15-54 gold) is surprisingly modest, and his 
shelves include references on arcane Elven, Dwarven, 
and celestial lore. 


> Character 
x A Ja-Khajiit like your friend S’rathra, J’ ffer gen 
“ erously allows patrons to browse the books on 
shelves, so review for free before you buy. 
However, sooner or later you must buy ‘Dwarven 
Lore’ and ‘Elven Artifacts’. 
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U'FFER'S BOO! 


Books «lvailable from §'ffer 


item 


This book on Dwarven lore 
reveals that the Dwarves were 
destroyed long ago by the Dark 
Elves. There is one interesting pas- 
sage which translates the Dwarven 
language, which bears a slight 
resemblance to Elven. 


[his book on elven artifacts details the 
Flask of Lillandril, an ancient flask with the 
ibility to absorb magic. The flask was sup- 
posedly shipwrecked with its founders off 
the coast of Stros M’kai sometime during Hi 
he Ist Era. One of the sections even has 
some sort of map notations in it. 


Flora of Hammerfell details the 
flora of your home province. It says 
vere that aloe, when combined 
vith pure water, can have healing 
properties. 
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Stems 


Redguards: Their Heroes and Histor 
It talks of Redguard origins and their 
great heroes, including f funding, 
who, with his 5 magical swords drov: 
the Goblins from Hammerfell, and 
Leki, the Saint of the Spirit Sword. 


It says here that the stars of Tamriel are 
divided into thirteen constellations. 
Three of them are the major constella- 
tions, the guardians, which protect 
the minor ones, their charges, from 
the thirteenth constellation, which 
is the serpent. Each guardian has three 
charges apiece, and is only on guard during its 
particular season. The current season is presided 
over by the warrior. 
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ishere in the building at T4 that you will find the 
tabout Rollo. You will hate talking to him. 
ately you can’t toss him off a rooftop; instead, 
@ to make him get out and blow the stink off. Like 
rated dog, he reacts to a bell. And you may have 
everybody in town to get that bell rung. 


sweet-tempered Rollo spends most of 
ime in his room. From Lakene, pg48, you'll 
r that Rollo has Lakene’s silver locket. Since 
‘on’t give it to you, you'll have to induce him 
anice long walk across the square so you can 
his possessions during his absence. 
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The Scheme: Rollo works for Gerrick (pg. 35). 
Whenever Rollo hears the harbor bell, which sign 
the arrival of a ship in harbor, Rollo goes downto 
the dock to pick up goods and deliver them to 
Gerrick. So, when the bell rings, Rollo goes fora 
walk, and you go through his stuff. 


Step One: Go visit Favis (Bell Tower, pg. 34) and! 
his bell. Actually the old coot’s bell is perfectly 
but climb up in the tower anyway and take a look 
it, and he will be grateful that you ‘fixed’ it. Whil 
you are up in the tower, pick up the Monocle, wh 
Favis’s friend left up in the tower while trying to 
the bell. 


Step Two: Go give the Monocle to Prnell (Harbor 
Tower, pg. 31), and Prnell will loan you the red fl 
he uses to signal Favis to ring the bell. 


Step Three: Step out on the high walkway betwed 
the two Harbor Towers and wave the red flag. Fav 
will see the Red Flag waved and start ringing hish 


Step Four: Go back to Rollo’s. Within the chest up 
which Rollo’s vast bulk had previously rested, fil 
and take Lakene’s locket. Step lively, because yot 
have to repeat this rigmarole all over again if Rol 
completes his walk to the harbor and back befor’ 
you've retrieved the locket. 


Stem 


Silver Locke 


j The owner will be a mystery until you learn th 


it belongs to Lakene. Return it to him for the pa 
word to the Smuggler’s Den. 


THE CARTOGRAPHER’S SHOP (MAIKO J 


Knows his cartography, 
makes fine custom 


map that comes with 
game!) Maiko knows 
ttle of the Smuggler’s 
below, and is more 
ent drawing his maps 
peaking with people. 


TALK TO MAIKO 
Maiko and his maps d 


hare 
Bring Maiko a copy of Elven Artifacts VII Cha Z 


asable from J’ ffer’s Books (pg. 61). The 
aiginal notes in this volume turn out to be map 
ences that Maiko can interpret, and you'll 
map made by Maiko according to these 
ices to find an ancient Elven artifact. 

ant! Don’t try to offer Maiko gold to make 
cial map; instead, accept Maiko’s offer 

t his services. Note: It takes about 20 

§ for Maiko to finish the map. Pestering 
yon’t make him work faster. 


Stem 
Maiko's Map 


This map, made from 
notations in “Elven Artifacts 
VILL,” while not giving precise 


locations or destinations, is 

important to finding the Flask of Lillandril. It not 
only names the starting location (a cryptic mentic 
of Leki), but orients the notation of “Long Tree”. 
For a complete description of finding the Flask, 
see ps: 
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THE SMUGGLER'S 


led below Maiko’s shop, 
nuggler’s Den is an open 

ound town, and it is 

ed that the Restless League 
lusiness there often. By knock- 
the door you quickly find out 


e Go behind Maiko’s to find 
ig t be able to help you, the Smuggler’s Den. 

lu must speak with the 

ith, Krisandra (Market, Silversmith’s, 

teveals Lakene’s secret shame. Confront 


en you have the password, gain admittance to 
“s Den and have a chat with Urik, the Nord 
e place. 


smuggler. Urik doesn’t belong to 

1 gue, but pirates and smugglers are 
ss partnership. Iszara came here 
alachite, and wanted it so badly 

a Restless League Insignia for it, 

that the insignia would buy him favors 
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How To Get the Insignia: Speak with Urik. Through 

various dialog options, you can either talk Urik out o} 
the insignia, or buy the insignia, or fight Urik for the 

insignia, as described below. 


Option One: Demand It. This way you can either 

1. pay for it [100 gold] or 2. fight for the insignia—or i 
you haven’t GOT one hundred gold pieces, you can 
offer to pay for it, THEN 3. fight for the insignia, or 
4. appeal to the universal respect of brothers for 
sisters— since Urik has a sister, he softens and gives 
you the insignia. | 
Option Two: Offer to Put in a Good Word with the. 
League. This way you can either 1. claim you area ' 
of Basil’s, then admit your folly when caught bluffiny 
Urik scoffs, but relents and gives you the insignia, or 
2. fight Urik when he calls your bluff. | 


Option Three: Play on any Friendship Between Uri 
and Iszara. This way you can either 1. Flatter Urik by 
saying Iszara would have liked Urik—Urik’s resistan 
fades before your tenacity, and he surrenders the 
insignia, or 2. fight Urik for the insignia. 


The Best Way? Offer favors with the League, then 
claim Basil is your friend, then admit you don’t knot 
Basil. No fighting, and no lost gold. 


Stem 
League Insignia 


Given to Urik by Iszara, this parchment 
could prove valuable in buying a favor 


from the Restless League. 


THE ISLE OF N'G; 


‘Atany point in the game, you can travel to the Isle of 
Ngasta. Many will warn you of the undead legions that 
sta has here, and many have shied away from the job 
elivering an amulet from N’gasta to Lord Richton. 
Knowing that this could be your only way of meeting the 
Governor and confronting him about Izsara, you head off 
insearch of adventure. 


Kotaro, the Contractor of Stros M’kai (pg 29), can offer 
‘this job, which pays 100 up front and 200 after com- 
in. You do not need to take the job first to begin the 
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Follow the road out of town to the Northwest, headi 


toward the Devil's Den. If you stay on the path, you'll 
head right for The Spine which leads you to the Isle. 


Special! You can also use the Shrine of Kynareth in 
Devil's Den to get here a lot faster. (pg. 39). 


Traversing the rope bridges at the spine can be trick 
for as you cross them, many of the planks will fall out 
this rickety bridge. Take your time. Remember to be 
patient and line up your jumps. The planks fall before 
you get to them, so approach slowly, let them fall out, 
jump the gap. Several of the gaps will require you tod 
running jumps. Don’t fall in the water here, or you'll 
eaten by the sharks, or even worse. 


It’s a good idea to save after you have crossed every brid 


Once you have reached the end of the Spine, you’ 
encounter the Boatman, who sails brave travelers to 
from the Isle. You'll have to give him a gold piece for 
trip though. 
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letons first. Keep your distance 
fombies, which can never be 
‘oyed. Search inside the 
it N2. You'll find some 
re that will come in har 
ly you'll make your way 


ie Necrop 


This silent boatman is your only — 
way to and from N’gasta’s. 


ral 


cnemy 


Skeleton 


These undead soldiers 
from the Battle of Hunding, 
Bay will burst through the 
ground when they see you 
coming. They are very 
aggressive, running after-you 
and striking in packs. They 
aren’t the heartiest of ene- 
mies, so you should fight 
them as they appear, lest you 
get 10 of them running after 
you. 


Attack Skill: Low 
Defense Skill: Low 

Aggression: Very High 
Hit Points: 20 to 40 
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This large 
stone structure 
spans the Isle 

from east to 

west and sepa- 
rates the north and 
south sides of the isle. 
Don’t try swimming around the Necropolis— 
it is impossible. Many zombies wander this 
area, so be careful. You'll also want to make sure 
that no skeletons follow you in here, because this is a 
bad place to get 
cornered. Find 
the head with the 
lever on the north 
wall (N3). 


This Lever 
opens the door to 
the large crypt in 
the Necropolis. 


PULL LEVER: 


THE ISLE OF N’CA 


Pull the lever and enter the crypt (N4). Here you will 
find an old crowbar next to the open tomb. 


cnemy 


Stem 
rowbar 


Old and rusty, this crowbar is fragile, but should be N’gasta is not quite done 
| strong enough to get you through the gate. with these creatures yet, and 
they wander the island in 


sear 


ch of prey. They move 
very Slow, but are very hard 
to take down. Keep them 
away with lunges and 
thrusts, or just run away. 
Watch your back though, 
you never know when one 
may sneakvup while you're 
picking up a potion or two. 
They cannot be killed, and 
will just get back up and 
keep coming if you knock 
them down. 


Attack Skill: Low 
Defense Skill: None 
Aggression: Very High 
Hit Points: fall down after 
100, then get back up 


hen you use it, but you won’t need it anymore. 
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Ssle of Ngasta, South 


The south part of the Isle features the same dangers 
the north—skeletons and zombies. The skeletons onth 
part of the isle are tougher, though, and may take a fel 
more hits to take down. You can find some good treasi 
at the spots marked N5 and N6. 


Head south to the tomb at N6. Go up the stairs and 
turn the wheel. This will make the large statue’s head 


THE ISLE OF N’G; 


tim and extend the rock bridge (N7), allowing you to 
each the gate at N’gasta’s Tower (N8). 


low climb over the statue. You can pull yourself onto 
ishead and walk across the rock bridge to the gate. Once 


N’gasta occupied the old Wizard’s Tower 
long ago, during the rule of Thassad, and was | 
fever really a threat. But now that the Redguards have 
en defeated, he has increased his power by seizing | 
le souls of the dead for his own use. But he doesn’t | 
the harm really. He simply watches over people | 
and waits to use them once they are dead. N’gasta | 
Wishes to buy the Governor’s favor with an amulet. 
ou can talk to N’gasta at length about his work, but | 
you shouldn’t leave without the amulet. Nt 
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Stem 
Amulet 


Given to you by N’gasta, this red 
gem surrounded by a dragon is just the 
thing you need to get into the palace. Once 
ou deliver the amulet to Richton, you can pick up 
your fee m Kotaro (pg. 39). 


Once you have the amulet, you should head back to 
the boatman, and sail back to Stros M’kai. Make sure 
skeletons aren’t around though, for they have no feara 
will attack you even while on the boatman. 
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AN AUDIENCE WITH THE GOVE! 


AN AUDIENCE WITH 
THE GOVERNOR 


Delivering the Amulet to Richton 


_ After getting the amulet from 
Nasta (see pg. 77), you must take 
the amulet to the guard at the 
Palace gate. Tell him you have a 
delivery for the governor and he 
Will let you in. Once in the palace, 
Richton will come strolling in with 
his top man, Dram, the mysterious 
Dark Elf assassi 
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You get to confront the governor for the first time he 
and he gives you some information you find interesting 
that he has no idea where Iszara is, but he knows sheis 
part of the Restless League (the same pirates who 
attacked Brennan’s ship when you came ashore). You 
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AN AUDIENCE WITH THE GOVERN 


Shis guards to seize you. 


mbs for further questioning. 


Richton more, but he will have none of this and 


must defeat the three elite guards here to stay 
Ifyou try to approach Richton, Dram will fire a 
pell at you and all will be lost. Once you have 
the three guards, Richton will be impressed, 
m will knock you out and throw you into the 


cremy 


Clite Guards 


These golden- 
clad guards are 
Richton’s top men. 
Fortunately, since it is early in 
the game, these particular 
guards are a little bit easier 
than the standard Elite Guard. 
Remember, since there are 3 of 
them, use the stairs as your 
helper, and try to take them on 
one at a time. Finish one off 
before moving to the others. 


Attack Skill: Low 
Defense Skill: High 
Aggression: Medium 
Hit Points: 30 


Once you have defeated Richton’s men in the palai 
Dram will knock you out and throw you into the cat 
combs for further questioning. You’ve heard all the 
rumors of how many a Crown and pirate has been 
thrown down here to rot and die. And now that is ext 
where you find yourself. 


THE CATACO. 


You'll start in a cell (C1) deep inside the catacombs. 
jotice that Richton’s men have taken all your possessions, 
including your sword! You can see a hole in the ceiling 

lith a rope hanging down, but are unable to reach it. You 
an also examine a loose block on the wall, but you have 
ing to pry it out with. The only thing left to do is to 

lalk to the prisoner who shares your pit with you. 


Thrown in the catacombs like yourself, this 

dying Restless League member has been down 

here much longer. He can verify Richton’s claim 

that Iszara was in the Restless League and he will 

ss along the rusty key, telling you to use it at the 
hthouse. Unfortunately, the prisoner’s last breath 
end when he talks to you. 
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Stem 


This key is given to you by the 
prisoner, and used at the Lighthouse in 
Saintsport, where you can signal the Restless League. 
The key is very sturdy and can also be used to pry ou 
the loose block in your cell. 


With the rusty key, pry out the loose block in your 
(you'll have to do it three times), climb on the block and 
jump up and grab the rope. Be careful when you reach 
hallway above; there is a Guard up here who will attack 
you, and you are without a sword. Quickly grab theo 
rope leading out of this hallway and climb up to the né 


level (C2). 


Head down the hall tot 
torture room (C3), and: 
take the doorway to youl 

00 left. You can use the ra 
swing past the guardsif 
i you want, but try to avoll 
tae ae k them at all costs. 


In the torture chamber at C3. 


82 


THE CATACOR 


Head down the hall to the storage room (C4). ees 
ill find your stuff here (except for the amulet, and ‘ c 

Ne other small items). You can find a few potions in Cnemy 
as well. Once you have your stuff, a guard will Beer, a 
Methrough the door at C5, allowing you to go 


through. 


ise ( 
y 


8&3 


Catacomb 
Veteran 
Guards 


Clad in chain 
and plate mail, and very 
good at following you 
should you run. 


Attack Skill: Medium 
Defense Skill: High 
Aggression: Medium 
Hit Points: 40 


You should now be in the Great Hall (C6). You'll f 
Veteran Guard in here. Dispose of him now, or he'll « 
you all over. Head east to the four triangular pads or 
floor (C7). You may want to practice swinging on the 
here, but the real issue is the pads. 


These 4 pads open the 3 doors in the Great Hall. 


If you step ona pad, it will stay down. Pad 4 resets 
other pads and closes any door the pads may have 
opened. 


Pads 1 and 2, open door at C8 
Pads 2 and 3, open door at C9 
Pads 3 and 1, open door at C10 


Open the door at C8 first and head down the hall 
the lava room at C12. 
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THE CATACO! 


enemy 


Catacomb 
Elite 
Guards 


These golden armored 
men guard the most impor- 
tant parts of the catacombs. 
They are great defenders#Get 
them moving so you can get a 


You'll have to jump across these pillars. Time your 
jumps carefully and be patient. You'll probably want to 


blow in. 
ave a lot here as well. Watch for the fireballs at C13. Once 
lother side you'll come to a room guarded by an Elite Attack Skill: High 
ard (C14). Kill the guard, then jump onto the outcrop yeeeeatieer ae! High 
irrounded by lava and retrieve the stone rune. Time this Pega eh 


p carefully and watch for the swinging blades! After 
jou get the rune, head back to the great hall (C7). 
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Stem 


The stone rune found here has 2 lines and 
a dot on it. It will be used on the door puzzle 
at C11 (see pg. 85 and 91) 


Use the pads to open the door at C9 (you cai 
use the rope if you want to swing and jump 
onto the ledge above the door; they bal 

get you to the same place, but the 

rope is a lot more fun.) You'll 
come to the door at C15, Sa 
before you reach the dod 


It’s a good idea to save before reaching 
room at C15. 
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Once you enter this room, the door will begin closing 
ind you and the panel you're standing on begins to 
in. Jump quickly onto the ropes, and swing across the 
. After the ropes you will come to the room at C16, 
hich is has an Elite Guard in it as well as a 


| Jtem 
tone Rune 


The stone rune at C16 has a line and a 
loon itand is used on the door puzz 
it Cll (see pg. 85 and 91). 


Head back across the ropes and back into the 


in, use the pads at C7 to open the door at C10 (see 
). Once through, you should stop and get the trea- 
C17; there’s some good potions here. Now enter 
foom at C18. The only way to get the doors open in 
foom is to activate the pad at C19. This opens all 
fs but unfortunately for you the guards behind 
loor now have a clear shot at you. Dispose of 
Buards, get their stuff and head out the north 
land follow the path east. You'll head downa 
Way to a very dark area at C20. 


THE CATACOMB 
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The pad here opens the 3 doors, but watch for the guards thik 
will let out. 


At C20, you'll want to save, for there are some hi 
pits coming up that you have to jump. If you have atti 
you'll be able to see them better. Once you have cros 
them, you'll come to the room at C21, another Elite 
Guard, and another stone rune. 


Stem 


Found at C21, this rune has 2 lines on 
it and is used on the door puzzle at C11 
(see pg. 85 and 91). 


THE CATACOA 


pving the Rune Door at Cll 


Hie rines you have only appear 
ligether once, under the triangle 
wiibol. Notice their order. 


itn the dial to the position at 
5 o'clock, to the marker that 


DUM jy sceT RUNE INTO NOTCH 


s puzzle you must have all 3 runes from C14, 
and C21. See the picture above; you must put them in 
lotin that order, but you have to turn the dial first, for 
Snot turn with any runes in it. Turn it to the seventh 

ea triangle), and place the runes in the 
s and a dot, and line and a dot). 
rrectly, the door will 


es Storks 8&9 
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The hallway from the 
door will take you int 
the room at C23. 
You'll want tog 
on the ropesi 
the middle} 
the room 


until you ca 
reach the rope.) 
Jump on the rope ai 
get it swinging until 
can jump and reach the d 
way at C24. Follow the ha 
around and you'll head 
back through the othe 
room, but in the 
level of it. Keep 
lowing the path 
until you reach 
lever at C25. F 
and the door 
C26 will ope 


You'll have to get these ropes at C23 
a lot to make it to the door. 


ithis lever to open the final door out of the catacombs. 


you have opened this door, jump down and head 
the cave. Note the door at C27. You cannot open it, 
love on to the east, over the lava, and up the tight 
You'll come to the exit of the catacombs at C28. 


mie Catacomb 


y catacombs, 

Ness a scene where Richton 
Mare cursing your escape. 
ders the patrols to find you. 


91 


Getting into the Goblin Caves is ea 
Make your way to the west side of 
Hallin Falls (the only waterfall aro 
and slide down the slope. A small 
opening is underneath the Falls an 
inside you'll find the tunnel that le 
straight down into the Goblin Cay 
Jump onto the rope and make your 
descent. You can enter the Goblin 
Caves at any point in the game. 


Hallin Falls, just outside of the city 


falls to 
Goblin 
Caverns, 
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I's kind of dark in the Goblin Caverns, so bring some 
es. In fact, torches are downright required to beat 
is “level” —you’ll need one handy in room G8, and sev- 


torid yourselves of the regenerating trolls that also 
in the Caverns. 


Optionally, you might want to bring the Talisman of 
Hinding with you, too. (See pg. 30) When you get to 
G2 you can use the Talisman to open the crack in the 
falland get to the Brazier of Swords (more on that when 

get to it). 


lit to the ground and take out the Goblin standing 
(u'll want him out of the way so you can look 
There are several passages leading out of this 
the Double Doors (G1), and a tunnel across the 


neither of which you can get into yet, and an openinga 
long, long way down. That's the one you want. 


crlemy 


Goblin 


These cave 


dwellers were § 
supposedly 
driven under- 
ground by the mythical hero 
Frandar Hunding long ago. 
They are pretty stupid, but 
will give you a good whack- 
ing if you ignore them too 
much. 


You enter the Goblin Caverns on a rope—across the bridge 
set of double doors, and a small tunnel that leads to Telepoi 


Attack Skill: Medium Three. 


Defense Skill: Low 

Aggression: Medium 

Hit Points: 30 to 50 Walk carefully to the edge and look over. You'll 
opening in question and a lake of acid in front of it. 
Avoid the acid. No swimming 
allowed. You’re going to have 
jump on those mushrooms a 
steer (read: bounce) your way 
the opening safely. There are 
ways to make the mushrooms 
work for you, but let’s 
just do it the easy way. 


You'll use these mushrooms to rea 
lower part of the level. 


THE GOBLIN CAVER 


Go across the bridge and hang a left. 
imb up onto the ledge with the 

puble Doors. Jump over to the ledge 
fith the arrow sign. Swipe all the heal- 


The ledge beyond Cyrus is the ea 
siest place to make your jump. 
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This chamber is filled with another acid lake. A natura 
bridge crosses its expanse; make your way up the ledges 
and cross this bridge. Be careful fighting the goblins if 
they confront you on the bridge, as there’s not much 
room to maneuver. As you make your way to the other 
side, you might notice a seemingly 
unreachable cavemouth in the wall. 
Find the horizontal crevice that you 
can use to shimmy along until you art 
hanging above the cavemouth. Avoid 
the spider claws along the way; time 
your shimmy to their attacks. 


Left, shimmy across the crack, avoiding ti 
spider claws. Timing is the key. 


Right, position 
yourself above the 
cave mouth and drop. 


Drop down and you'll grab the lip of the cave mouth 
When you pull yourself up (watch for floor-spiders agi 
and enter room G4. You'll see what remains of poor 
Brother Kithral. Search his body to find Kithral’s Joum 


THE GOBLIN CAVER 


Stem 


I can taste the poison in my mouth; a 
yellow fog in the chest that clogs the vital 
passages. The gash in my side weeps fast- 
which will kill me first: wound or toxin? 


Damn her impatience! And damn my pride to think I 
might find the ring here in this nefarious darkness on my 
own. But she missed the rendezvous and I fear we are 
running out of time. With the archmage’s ring we are one 
slep closer to restoring the crowns to power. lam sure his 
body is here, some trick of undercurrent in the wake of the 
batt—- 


The spider’s milk is deep. Iszara! I pray nothing has 
vened to you! I hear the goblins behind the door- 

Ubula! Ubula! Ubula!- They come for me! I have failed 
ou, my love, and the ring is nowhere nearer! You must 


hurry! 
The League is closing in! 


The Empire is closing in! 


The Darkness is closi— 


now what happened to Brother Kithral, and 
ithe and Iszara were after the magical ring of former 
lage Voa. You also know the password to the nearby 
i: Knock on that door G5), answer “Ubula” when 


lmpted, and the goblins will let you in. Draw your 
lord when they attack after realizing they’ve been duped. 
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WHO'S THERE? 
OPEN 


CURSE You! 
UBULA 


The password is ‘Ubula,’ but you won't know that until 
you've read Brother Kithral’s journal. 


Run down the darkened hallway until you reach r 
G6. You'll find Teleporter One here. Stepping on it will 
zap to room G11, but stay put or you'll likely end up 
falling out of the cage and into the acid. Ina second or 
two you'll teleport to room G2. You can now open the 
door from the inside and step back into the first cham 
of the Goblin Caverns. You don’t need to do this yet, 
unless you want to go back to the surface world for m 
potions or healing. Also, if you have the Talisman of 
Hunding, you'll want to use it on the crack on the wall 
this room (see sidebar). Otherwise just get on the 
Teleporter again and it will take you back to room G6, 


There are three Teleporters in the Caverns, and the 
all tied into each other. Teleporter One is in room Gé6.| 
will take you to Teleporter Two, in room G11, near the 
Ogre Room, but, unless you’ve already swung the ca 
around to dry ground, you won't be able to get out of 
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age safely. From Teleporter Two you'll 
ap to room G2, in a room adjacent to 

he entrance chamber. Look at the maps 
dhelp you orient yourself. Once you're 
ear the end of the Caverns, the only 

ay to get back to the entrance is to use 
ne Teleporters. 


Right, Teleporter One is mid-level. Use it to 
get back to the double doors when they’re 
open, or to reach the entry chamber after you 
have the Ring. 


TMleporter Three is in a cage, just outside the 
Ogre Room, but you cannot get out of it 
unless you open it from the outside. 
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Teleporter Two is 
near the entry 
chamber. The 
Brazier of Swords 
is nearby 
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If you have the Talisman, use it on the crack in room4f 
The crack will open up, exposing another chamber. Insidk 
is the Brazier of Swords. Place your sword (approach wil 
sword as Active Item, not with drawn sword) in the bra- 
zier and you'll get a Strength power-up that lasts fora 
long, long while. Now beat them goblins silly. 


Place your saber into the Brazier of Swords for a long-lasting 
strength power-up. 


All right, you’re back. Find a safe way down from 
outcropping and watch out for goblins. The next cavem 
valley is full of them. There are also some excitable red 
dish-tan mushrooms here, too. Avoid them. If they’te 
doing a little happy dance, you know you're too close, 
They’Il explode if you come closer and damage you. 
Safely navigate your way through this valley until yo 
reach room G7. 
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THE GOBLIN CAVERN 


iiother acid lake. You'll see a cavemouth beyond it that 
jot reach yet. However, in the acid lake is a clue— 
roken tip of a stalactite rises up from the lake, real 
like. The trick’ll be getting the other stalactites to 
and provide a “bridge” to the cavemouth. 


limb the ledge to the right and make your way into 
NG8. The fore ruins of a sailing ship are floating in 

cid here, while the rest of it is resting on an outcrop- 
factoss the room. Use the flotsam and jetsam to reach 
itcropping and inside the exposed cargo hold 

ip. See the wicks on the barrels? This is where 
need the torch. 
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Light the barrel closest to the opening. 
And then run! 


The explosion will 
knock stalactites 
from the ceiling... 


..-including those that will form a “bridge” in the previous 100 


THE GOBLIN CAVER 


light the barrel closest to the opening with the to 
id then run like hell. An explosive chain reaction will 
ig the caverns crashing around your ears, as stalactites 
Rdislodged from the ceiling and pieces of debris are 
ing through the air. Backtrack to room G7, where, 
deed, a bridge of stalactites has formed 


Carefully jump from one stalactite to another until you 
the cavemouth. Kill the nearby goblin to give you 


le breathing room for an upcoming jump. Go to the 
Kof the cave and you see an old moss-encrusted wheel 
ig out a niche in the cavern wall, just out of reach 


lower ledge to safety. The Double Doors in the 
ce room are now open at 


Jump and 
hang from the 
wheel arm. 


The double doors at 
the beginning of the 
Goblin Caverns will 
swing open. 
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On the lower ledge, turn around and jump into the 
tunnel. Go to the back, turn around again and lift yourse 
back into the wheel room. Backtrack across the stalactite 
bridge all the way back to the room with Teleporter One 
(room G6). Teleport to room G2, and open the gate. Head 
for the open Double Doors, which are only a few lifts 
away. Head into the mushroom-filled room beyond, but 
make sure you have a torch or two for the trolls. 


THE GOBLIN CAVERN, 


isable the troll with your saber and then activate a 
th. Light the sucker up. Then approach the next room 
lly. It’s a long drop down into the acid. 


Troll 


These crea- 
tures live deep in the cav- 
erns below Stros M’kai 
and can only be killed per- 
manently with fire. 


Attack Skill: Medium 
Defense Skill: None 
Aggression: High 

Hit Points: 50 


nding on. Then look over to the outcropping 
from you. There is a ledge attached to that out- 


Shroom below and do a running jump. Bounce off 
er to the ledge—you should just make it, hanging 
heledge and holding your breath. Pull up and find 
fice that runs completely around the outcropping. 
around the outcropping to land on the other 

ve your game and brave on ahead. 


hyour step in the next room (G9). You start pretty 
the cavern floor. An acidic river runs through the 
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aplenty here, as well as those little crazy happy mush- 
rooms. The river is too far to jump, but you don’t want 
to do that yet anyway. Notice the dam doors are wide 

open, letting the acid spill in from the room before. Head 
towards those doors and you come to a cavemouth (G14) 


on your left. Enter and turn the wheel, which closes the 
dam doors. 


Go back and jump into the exposed riverbed. Run 
along its course until you find the goblin corpse (G15). 
Get the Bone Key. Turn around and run back towards 
the doors until you find the ledges that let you climb 
back up to the cavern floor. Turn the wheel again to 
open the dam doors. 


Pull yourself up onto the top of the nearest door the 
jump over to the other one. Once you're on the other si 
of the river, you'll come to a locked door. Use the Bor 1e 
Key and enter room G10. 


Hug the cavern wall until you can get near the Jaw 
Elevator. Jump to the Jaw and ride it down. Be prepare 
to fight the best goblins in the Caverns. Fast players 
can avoid them altogether by bolting straight for the 
suspended cage directly ahead. Leap from the edge of 
ground to the cage, pulling yourself to the top. Scanth 
acid river for the fish. Pretty soon he should make his 
way towards the cage. Drop from the cage to the fish’ 
back. The easiest way to do this is hang from the cage 
until the fish is directly beneath you—you can just dit 
to its back instead of trying to line up a jump. 


Ride the fish to the next room, G12. The roof ofa 
submerged goblin house is sticking out of the acid. Th 
fish will make his turn just as he approaches this roo 
jump quickly and precisely. From the roof you canjil 
across the rest of the floating wreckage to dry groun 


THE GOBLIN CAVERN, 


There’s another cage suspended above the acid here, 
With Teleporter Two in it. It’s your ticket out of here. First, 
though, cross the vertebrae bridge to the Ogre Room, G13. 


Archmage Voa’s body is in this room. Find it and get 

iismagical Ring. You'll need it to win the game. With the 
e either ignored or crushed to death, backtrack to the 
in the room before. 


s Ring 


7 y 4 z him completely, or take 
The magical ring of Archmage Voa, Pay 


Prince’s A’tor’s wizard. i ene re 
harmed by your saber, so 
the trick is to get him to 

ind the nearby wheel and turn it. The cage will swing hit a pillar.a few ames 
id. Open the cage and step on the Teleporter. Now Pretty soon escort will 
lite back at room G2. Go through the tunnel to the CoD SRE in, but 
ance chamber, go the rope, and leave the Goblin you're so nimble you'll 
verns far behind. avoid it. The Ogre won't, 


and searching his body 
you'll find 300 gold. 


Attack Skill: Low 
Defense Skill: NA 
Aggression: Very High 
Hit Points: 50 
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“Stros Mkai itself would be an unassuming little port, 
famous only for its Dwemer Ruins, were it not for its 
presently strategic location near the Cape of the Blue 
Divide, the waters of the dread Aldmeri Dominion.” 


—Pocket Guide to the Ep 


You can find these Dwemer (i.e., Dwarven) Ruinso 
the map on pg. 24, which takes a little while to reachB 
foot from Stros M’kai. Don’t forget, if you have the 
Canah Feathers to spare, you can use the Shrine of 
Kynareth to make the trip shorter (pg. 24). Prepare to 
face more than a few of Richton’s best guards on the 
way, as the Governor has dispatched many to watch 
over the Ruins and to drive the locals away. The Emp 
has a strong interest in Dwarven warmachines, as pl 
ers of Daggerfall already know (Tamriel was conqi fr 
by the Empire when they used the Numidium, the 
Dwarven-built god, to crush the might of the Aldme 
Dominion). 


The Ruins are pay-to-play, so before you bother g 
up to them get enough gold to buy Dwarven Lore fron 
J ffer’s Books (pg. 24). You'll use this book to translat 
runes on the Entrance Door. Like the Goblin Cavern 
can undertake the exploration of the Dwarven Ruin 
any time during the game. 


THE DWARVEN Ri 


—= 


Dwarven Lore, one 
of the many books 
you can buy at J’fe 


|, translate the runes 
on the door using the 
book of Dwarven Lore. 


ce You're Inside 


You'll start in a huge room full of 


Tubble, R1. A crazy looking red gem 
liser-thing is stuck to the ceiling mak- 
ing ominous noises. Stay off the brass 
pads on the floor or you'll get zapped 
the gem laser and end up dead 
 Richton’s men here. Make your 
Way up the rubble to the west and 
timb up the broken pillar. Some 
broken off the wall, 
kaving a tunnel sed. That tunnel 
your next goal. Jump from the top 
ithe broken pillar to the hidden 
ibes the room 
s ledge looks just 
erune-encrusted trimming— an 


F the brass plat 
room, and look for the tunnel 
leading out of one of the walls. 


Shimmy along the edge 
to the tunnel (R 
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Hang from the 
rune-encrusted 
trimming and 

shimmy to 
your right. 


Head into the 
tines and avoid 
the lava pits. 


The tunnel leads into a portion of the mines. Jump 
over the lava pit and climb on top of the overturned 
ro cart. Pull yourself up to the broken wooden tracks abo} 
Run and jump from one side of the tracks to the other, 
avoiding another lava pit. Exit through the crack in the 
wall (R3) to your immediate right. 


The next room is large, with two doors guarded by 
Dwarven Statues and another large door to R4. Thisla 
door leads to the Steam Golem and the Dwarven Geaf 
but you’ ve got a while to go before it opens. Ignoreith 
now. Ignore also the ledge right above the Golem Dat 
because you'll never get up there from this room. You 
want to get rid of the two Veteran Guards here or the 
harass you while you try to get the Statue doors op 
Open the righthand Statue door (R35) first (see sidebat 
Opening Statue Doors) and run into the next room, 
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ening the Statue Doors You'll notice brass pads 
re in front of each of the Dwarven Statues. Standing on 

he will trigger its Statue to raise its sword slowly 

fil... finally... whack! As the sword slices down, the 
door will swing open, giving you enough time to 


es down, though, or you'll get sliced up bigtime. 
easiest way to avoid the swords is to stand on the 
dge of the brass pads, just outside of the sword’s reach. 


Veteran 
Guards 


Richton has sent 
them here to salvage 
what they can from the 
ruins. What can you find 
that they haven't? 


Attack Skill: Medium 
Defense Skill: High 
Aggression: Medium 
Hit Points: 40 
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Jump the gap in front of you and make 
your way to the broken pipe. Hop acro 
and get to the next ledge. From that ledge 
jump and grab the rope. Swing across 
to another broken pipe on the far wall, 
Above this pipe is a lever, which opens@ 
door way on the other side of the room. 
Once that door open, make your way 
ke back to the Dwarven Statue room. Go 
3 ; through the lefthand statue door, R6. 
pt = You'll be in the room that you were justi 
but on the other side. Go to the ledge 
Stand on the brass pads ; across from the now-open doorway, jut 
beneath the statues to activate 


Wieisivord-doc ay on the to the rope, and swing to the other side, 
edge of the pads. 


The next room, R7, looks like a dead end 
but go the center of the room and face 
north. Jump up and grab a nearly invisi 


ledge, which you'll use to pull yourself 
. into the hallway above. 
aw - 


The room at R7 looks 
like a dead end. 


Until you pull yourself up 
into the room above. 
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Richton’s men are all over here. You should take them 
jut, because some more precision jumps are coming up 
ind you don’t need them harassing you. 
lake the first right, run down the hall, 
ighting the guards as they appear, 
ind take another right at the end 
ifthe hall. You'll come to 
mother lava pit, R8. 


Turn your back to the pit 
ind drop down to the ledge 
low. Look to the left and 
b the crack in the 
Wall there. Shimmy 
llong and drop to 
iefar ledge. Turn 
ound and make 


b the opposite 
ge. Pull yourself up, 


If up back into the hallway 
. Told you these would be 
precise jumps. 


ab the nearby rope in the next 
om. If you fall in the pit, it’s easy 


They look important, but 
they can't help you yet. 


REDGUARD COMPANION 


You'll find it dominated by three large steam 
machines. Their tops are folded up and they are inactive 
Now, if they were open, you could jump from them to 
that unreachable doorway up there. So the goal here ist 
activate the steam machines, but you have a ways to g0 
before that'll happen. Ignore the gigantic lava-filled 


chasm beyond this room, and take the stairway up into 
the next hallway. 


You'll start to 

notice these brass 
balls in some of the upcoming 

sections. You can’t do anything 
them yet, but remember where they al 
so you can avoid them later. Eventually, whe 
you activate the steam machines, these things becomél 
true guardians of the Ruins. 


The next room, R10, is filled with ancient golden 
Dwarven walkers. A long bridge extends from the ro0 
and across the chasm to another opening. It will collaj 
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you approach it, which is fun 
fowatch. Problem now is how 
fo get over to that opening. 
You'll see a steampipe that 
fins along beside the bridge 
tothe other side of the chasm. 
However, the jump from it to 
the bridge is currently too far 
or Cyrus to make. 


So, go to the walker that is 
pointing towards the far 
thasm wall. Climb into the 
Saddle and fire off its brass 
bolt. The bolt will embed itself 
ia convenient section of the 
asm—run across the steam and the gap is too far 


Ye fuss 


nip frum de pipe tw 


You made it. Now wax that 
fuard standing there. 
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old meeting chamber, R11. Kill 

the guards here so you can 

30 Fe study the diagrams on the walk 
They show some of the steps 
needed to defeat the upcoming 
Scarab Puzzle. A broken pipeil 
the back of the room has col- 
lapsed, and the Imperials havé 
fastened a rope to help themgg 
up into the room above. Climb 
the rope, R12. 


1 A ramp in this room shows 


first exit, R13. It’s got a Scarab 
Jump from the pipe to the bolt, from on it, but you won't be able te 
the bolt to the bridge. open it yet. Go back under the 
ramp to the hallway that lead 
to the Scarab Puzzle room, 


: : Go down the hallway into the 


le floor pad flips the Scarab It flips backwards first... 
back and forth. 
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Ret ayn 7 


jut you want to get the Scarab on 
“stomach.” 


Now flip the Scarab on its 
back and pull its legs out. 


-.-allowing you to jump on its “wings' ‘i 
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Make sure both arms are out... 


then flip the Scarab on its Flip the scarab and the arms will fall fo 
Kk and put the legs up. Then flip it once more and get the legs bik 


-.-and the door will stay open, 


18 
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Stop in front of the Scarab pad on the floor at the begin- 
ling of the room. Notice the guards that are impaled by 
brass spikes? They failed this puzzle. You'll see the 

ab floating in front of you, a gigantic Rubik’s Cube 
you have to transform into a Man before you can open 
door in the next room. 


is puzzle is kind of hard so we'll take it by the 


Though it’s positioned ominously between the spikes, 
pad won’t set them off like you might think. Still, 

idid the pad for now and run into the room. You'll 

ice three chains, two on either side of the Scarab and 
infront. Go jump onto the one in front. As you hang 
‘it, your weight will pull open the door in the next 

ii (a small scene will show you this). Jump back off 
hain and the door will shut. So now you know the 
you're going to have to get the Scarab to hold that 


Oahead and jump on the other chains. Both of those 
the spikes. So now you know what you want to 

dt: keep the Scarab from grabbing those chains while 
festanding on the pad. 


lore rule before we start: the pad will flip the 
bbackwards (on its back) and forwards (on its 


and on Pad to Rotate Scarab (To BACK). 


fand on Pad to Rotate Scarab (To BELLY) 
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¢ Use Catwalks to Jump Onto Scarab, then Flip 
HEAD Out (Arm Levers are FREE now). 


e Stand on Pad to Rotate Scarab (To BACK). 


° Use Catwalks to Jump Onto Scarab, then Flip 
LEGS out. 


¢ Stand on Pad to Stand Scarab Upright (Towards 
BELLY). 


¢ Jump From Catwalks to Arm Lever to Flip out Ai 
out from Body. Repeat until both arms are out. 
time one of the Arms Flip out, they’II Pull the Ch 
and the Spikes will shoot out. 


e Stand on Pad to Rotate Scarab (To BACK). 


e Use Catwalks to Jump Onto Scarab, then Flip 
LEGS back. 


e Stand on Pad to Rotate Scarab (To BELLY), Ai 
now drop to extend FORWARD and OUT. 


e Stand on Pad to Rotate Scarab (To BACK). 


¢ Use Catwalks to Jump Onto Scarab, then Flip 
LEGS out again. 


¢ Stand on Pad to Stand Scarab Upright (Tow 
BELLY). Scarab grabs MIDDLE CHAIN and 
opens DOOR. 


Now go through the open door in the next root 
face the exterior portion of the Dwarven Ruins. 
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cnemy 


wy 


Dwarven 


‘ 
Centurion 
a \~ These golden armored 
ice you have left the interior of the Ruins, you'll robots protect the ancient 
der across the bridges to the steam / gas harvesting secrets of the dwarves. 
im built long ago by the dwarves. You'll first Watch as they pop out of 
inter the Dwarven Centurion Robot; dispatch it their protective ball shapes. 
Orit will follow you all over the place. The first thing They are very quick, so 
llwant to do is head to the south side of the system, don’t try running. Take 
lim the wheel at R15; this will open the machine’s care of them as soon as 
and start the machine running. you see them. 
Beare six pipes which you can turn, and six wheels Attack Skill: Low 
lim them. The system works like a regular pipe Defense Skill: High 
the steam will flow out of the machine and down Aggression: High 
Hit Points: 40 


Bes, so as you turn the wheels, keep in mind the 
iesteam will follow. 
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Left, turn the 
wheel on the 
machine to 
start it. 


Below, steam harvesting. Follow the flow. 


The pressure of the steam will cause the pads or “flo 
ers” on top of the pipes to open. A single stream of pres 
will open a flower half way, while a double-powere 
will open it fully. Turn the pipes until you create a path 
open flowers to the north end of the system. 


Once the path is made, jump across the flowers (6 
reach the top level of the system and throw the level 
R16 and R17. These will cause the small juncture pip 
close, allowing the steam to flow back to the interion 


THE COMPLETE WALKTHROU 


hecomplex. After you have these pipes joined, 

jou'll have to head back down and turn the pipes so 

that they join with the main system, so the steam 

lows back along the bridges, which act as aqueducts 

the steam to flow back to the comple: ce you 
lave the steam flowing back, you'll see a brief cut- 
Way of the flowers opening in room R9. Make sure 
du have enough steam pressure to see the flowe’ 

pen all the way in the scene. Once you do, head 


ick to the interior of the ruins. A steam flower ope 
half way. 


lake sure both sides are sealed. Turn the pipes until all the steam flows bai 
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Backtrack to room R9. You'll find the steam machines: 
working and their tops folded out. Jump from one to the 
other to the chain. Swing from the chain to the ledge and 
go through the open doorway. 


Jump across the 
steam machines... 


..-and use the chain at the end to reach 
the doorway. 


You'll come to a room with several passageways le 
ing out from it. Take the first left and turn the wheel 
that room. Go back and take another left and you'llen 
up back to room R3 with the waterfalls and golden 
Statues, on the ledge you couldn’t reach before. 


Hang from the ledge and drop to the floor. The doo 
to the Golem room, R4, are open and he’s waiting for 
Take the healing potions if you got them and run into 
meet the Golem. 


THE DWARVEN R 


ia. Dodge some more—the Golem can kill you with one 
your way behind him and find his Achille: 


for the Imperial sol- 
Sent to relieve the ones 
illed earlier. Find his vulnerable heel and you'll take him out 
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Stem 
Dwarven Gear 


Salvaged from the wreckage of 


eam Golem, this heavy gear can come in 
handy with other dwarven machinery. 


Steam Golem 


The ultimate in dwar- 
ven technology. He can 
only be damaged on his 
exposed left heel. His 
giant mace arm can kill 
with a single blow. 


Attack Skill: High 
Defense Skill: NA 
Aggression: Very High 
Hit Points: 60 


AS J was saying, the feeling against the Yokudans runs 

eeper than politics, even ina civil war, Neither side ever 
Sinoped to allow Yokudans to join their ranks, Even the Restless 
eague was too.good for them! But all that's over now. 

Redguard pride has made us all slaves of the €mperor....” 


—flvik the Snake Charmer 


and heavens of Tamriel. On it are two Starstones, 
ise functions are described below. 


't touch the Starstones if you’re not friends with 
tyet. And, even if you are his friend, don’t mess 
them if you haven’t figured out where they’re 

sed to go. 


THE YOKUDAN CAl 
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Perhaps understandably, Coyle is suspicious of 

anyone approaching the camp. His family’s been 
through enough already, and he doesn’t need 
strangers pestering him with questions, While upset 
and distrustful, Coyle will not become belligerent or 
draw weapons, so don’t try to pick a fight with him. 
Be nice. All Coyle really needs to open up is some- 
body to listen to his problems. 


The Scheme: You'll have to get acquainted with 
Coyle’s problems elsewhere before he'll trust you 
enough to let it all out. 


Step One: Find Avik, the snake charmer in the Marké 
and talk to him about the Yokudans. Don’t forget you 
have to have to tip Avik to talk to him (have your Gol 
as your Active Item). Find out more about Hayle and 
his death at the Imperials’ hands, and perhaps evel 
Iszara’s part in all of it. 


Step Two: As long as you know about Hayle, you cang 
back to Coyle and lend him a shoulder to cry on. Pickt 
‘Hayle’ option from his Dialogue tree, listen and lear 
and then a new, nicer set of talk options will appear. 


You'll find out that Governor Richton kicked all 
Yokudans out of the city a while ago, and that Coyle 
his mother are all that’s left. They would’ve left with 
rest, but Hayle, Coyle’s older brother, was killed by th 
Imperials and now his soul is threatened by the 
Necromancer’s magical snare. Only through Saban’s 
magic, the Song of Passage, is Hayle’s soul safe, sus 
pended in a perpetual crossroads of the afterlife, bet 
the Yokudan Far Shores and N’gasta’s infernal clutch 
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So what's the hold up? 


Well, according to Coyle, people’s souls are linked to 
hestars of their birth. Saban’s Song of Passage would 
asily be able to bypass N’gasta’s necromancy and send a 
dul along to its normal fate— just place the Starstones in 
he corresponding sectors on the Sand Map and presto! 
iesoul passes safely through N’gasta’s snare. 


The only thing is, Hayle was born under the Sign of the 
ttpent, a constellation of stars that constantly moves 

id in the heavens. Furthermore, the constellation is 
ible to most mortals, and Saban is too busy with her 

g to use her magic to find the Serpent, too. Coyle tells 

ii the Starstones must be placed on the Sand Map in the 
sectors that correspond with the Serpent’s Head and 
inthe heavens. 


le has no idea what those two sectors are. It’s a 
sic Rock / Hard Place situation. And that’s... 
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Coyle pleads with you to help his mother (she'd ask 
herself but she has to sing all day). You'll need to find out 
where the Serpent constellation is for her, so you can pul 
the Starstones in the correct sectors of the Sand Map. S0 
head over to the Observatory, which is broken, and fixil 
(easier said than done, so skip to its section in this bookil 
you need help). Find the Serpent's celestial placement 
using the Telescope and then come back to the Yokudanl 
Camp. Put the Starstones into position and all’s well, 
Hayle’s soul goes to the Far Shores with the help of his 
mother’s magic. 


After Hayle is safe, Saban’s Song of Passage 
end and she'll praise your efforts and thank you 
profusely. Luckily, Coyle will be able to translate fot 
her, as Saban only speaks in Yoku, the ancient tong 
of the original Redguards. 


Among other things, Saban assures you that you! 
find Iszara, points you towards the Lighthouse to fi 
Restless League (if you didn’t know that already) a 
vows that the Yokudans will repay you for your kin 
in the future. 


There will come a time when you will need Sal 
magic to help you. For now, just feel good about 
for helping the Yokudans and foiling N’gasta 


Them dwarves had very very very large BRAINS! 
Danger! Scary place!’ — Erasmo 


The Observatory is very close to town. Just 
id out the Harbor Gate and south along the 
dad. You can enter it at any time. 


Long ago the Dwarves used this Observatory 
track the stars and their constellations. 

dbody knows why, but signs of their methods 
imain. Overhead, painted across the 
bservatory’s dome, is a Star Chart, divided into 
ee rings, with many sectors for each ring. In 


itsometimes yellow, sometimes blue. There are 
be yellow runes and one blue rune per ring. 
it worry about why yet, as you won't be able 
look at any of the sectors through the 

scope until it’s fixed (see below). These same 
@s are repeated on the floor pads that 


Ifyou’ ve become acquainted with the Aboue, the constell Ai 
are listed as Dwarven 


idans, you already know why. You need to Runes on the Star Maph 
the Observatory Telescope working so that 
ican find the Serpent constellation, which is 
antly moving across the heavens. 


Bathesda Softworks 


Character 


{ 
4 
1 
i 
| but, in truth, it’s just foolhardy 


‘Rasmo, Wake Da fell Up! 


Erasmo will frequently interrupt his 
thoughts (and your dialogue with him) 
with “Flash! Flash! FLAAASH!” Poor elf 
just can’t help it—threats from Richton, 
burned up legs, all the mechanical racket, 

and no sleep will do that to you. So why i 
isn’t Erasmo getting any sleep? Inaround- | 
about way he'll tell you himself: the 
Lighthouse across the water from the 
Observatory keeps him up all night with 

its constant flashing. Erasmo thinks there’s 
ghosts about in old abandoned Saintsport, 


Leaguesmen sneaking to and from Stros 
Mrkai (see Saintsport, pg.141) ... and that 

the “Flash! Flash! FLAAASH!” is the signal * 
they use to summon Yaeli to pick them up } 
(quick-flash, quick-flash, flash-and-pause). 
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trasmo . 


Erasmo, the sole inhabitant of the Observatory, is 
nuts. He zips around the room in a borrowed Dwarven 
wheelchair, screaming and pulling out his hair. He’s 
worried to death, you see. Governor Richton has 
ordered him to fix the Observatory, and Erasmo is 
mostly finished. But there’s one major part left, the 
Telescope, and the old elf doesn’t have the right gear to 
fix it. Furthermore, with his legs all burned up by m 
ing around in the Engine Room, Erasmo can’t possibly 
finish the fix-up job, even if he did have the right gear. 


Erasmo never directly asks you to help him, bi 
he does point you toward the Dwarven Ruins, 
where you can find the Dwarven Gear. This 
will fix the Telescope and settle Erasmo’s 
nerves. 


‘Che Broken Celescope 


The Telescope is near the top of the Observal 
dome, a folded-up red metal contraption that! 
linked to the Robotlift below. Connected to thi 
arms of the Robotlift is the platform you use 
raise yourself up to look through the Telescope 
But it’s broken right now, and stepping on the 
platform does nothing yet. However, steppi 
on the many Rune-encrusted floor pads will 
make the whole array, Telescope and Robolift, 
spin over to the appropriate constellation P. 


Fixing the Telescope and Robotlift array is yo 
goal in the Observatory, and that gets done in 
the Engine Room below. 
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Don’t bother trying to brave the 
ingine Room if you don’t have the 


warven Ruins (pg. 108). 


ce you have the Dwarven Gear, 
othe far side of the Observatory 

id step on the floor pad that summons 
Engine Room Platform. You have to 
the Dwarven Gear on the far side of 
gine Room, in the Gear Room. 


You have to get to the far 
side of the Engine Room. 


| Ride the Platform down to the Engine Room. You're 
going to have to get across all those spinning gears 
and steam pipes and dizzying falls to put the 
Dwarven Gear back into the Observatory. First you 
have to get down to the lower level catwalks (there 
are many, many ways to do this). 


rom the lower catwalks, you have to get on the 

t spinning platform. You will begin to rotate 
along with it. Carefully walk to its edge. Get onto 
the second spinning platform as it rotates to meet 


the one you’re on. 
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Above, Find the first 
spinning gear and 
get ready to jump. 


Above, Walk carefully to the tip and get ready to 
jump again. You'll land on the second spinning 
gear. 


Left, Get to the center of the second spinning gean 
Time your jump carefully to get inside the Gear 
Room. 


Inside the Gear Room, find where to place 
the Dwarven Gear (make sure it’s your 
Active Item). Then go through the door td, 
the lift that will take you back to the Orrey 
level of the Observatory. Yaaay! The 
Telescope now works. 


Stars 102- the Sign of the Serpell 


Stargazing is fine, but what you’re here for is a co! 
lation that isn’t represented by any of the runes. And its 
not on any charts. This constellation, known as the 
Serpent, moves through the heavens constantly. There 
also one more complication: the Serpent is the only e 
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itellation that takes up more than one sec- 
lor of the Star Map. Its Head is in one, and 
Tail is in another. Finding these two sec- 
lors will show you where to put the 

stones on the Sand Map (which is in 

he Yokudan Camp and corresponds 

hactly to the Star Map of the Observatory). 


The hunt is on. 


U() 


The Warrior constellation 
is a Guardian. Stepping on 

the floor pad will swing the 
Telescope array over to you. 


Reading Ffoulke’s Firmament (a book you 
infind at J’ffer’s Books in the Town Square, 
43) will give you the basics. “The Stars of 
imriel are divided into thirteen constella- 

. Three of them are the major constellations, the 
lardians, which protect the minor ones, their Charges, 
Mm the thirteenth constellation, which is the Serpent. 


rd *To further muddle things up 
NESE CNA in this puzzle, Erasmo tells 
{Mlechanist) you, - course, the Dwarves 
The Apprentice The Lover didn’t believe in magic, so the 
(The Automaton)* Wizard is the Mechanist to 
them....”. Which means some 
The Shadow of the stuff other people will 


The Golem 
(The Warmachine)* 


The Ritual 
(The Laboratory)* 


say about the constellations 
and their names (like Coyle) 


The Tower 


will not directly apply to those 
depicted in the Observatory. 
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But, seeing as you're using a Dwarven Observatory, 
the chart could also read as: 


Notice that the Warrior, Mechanist, and Thief Runes 
are the blue ones in the Star Map. 


The Star Map is divided into three rings. There iso 
Guardian (blue rune) and three Charges (yellow rune 
each ring. To find any constellation you have to set the 
Telescope’s X and Y coordinates. Don’t worry, it’s easi 
than it sounds. First, just choose a constellation (rune) 
look at. 


To set the X (horizontal) coordinates of the Telesco} 
find the floor pad that has the same rune as your co 
lation. Step on the pad and the Telescope and Roboli 
will spin to that position. 


To set the Y (vertical) coordinates of the 
Telescope, ride the Robolift up to the 
Ielescope. Don’t look through it yet. Check 
he back of the Robolift (a short hop). 


_ The Guardian rune on the back tells 
jou what ring the Telescope is set on. 

or whatever constellation you’ve chosen 
0 look at, make sure that the appropriate 
Guardian rune is showing on the back 
ofthe Robolift. If it isn’t, turn the wheel 
intil it does. 


So... to look at, say, the Tower, you have . 

lbstep on the floor pad [J], and then set The'switch on'the back of the 
the back OAtheIRG BOLE: Robotlift shows you which 

mane cae a pam e ring the Telescope is set on. 

Thief Rune, since the Thief is the 

ardian of the Tower. 


That's all there is to it. 


“The Warrior is a Guardian Constellation, 
nd thus protects his Charges from the 


the Lady, the Steed, and the Lord, Minor 
Constellations which share his Quadrant of 
the Heavens. 


“The Serpent threatens Different Charges during 
jifferent Seasons, and the Warrior’s Very Aspect will 
shange according to the Times. If, for Example, His 
ady is being threatened the Warrior will seem as if he 
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is looking to His Left, Eyes blazing towards that Part of 
the Sky where she resides. 


“Thus, to find the Serpent during the Warrior’s 
Season, look to where he looks, for that is where the 
Coiled Beast is Active.” 


What's more, Ffoulke’s Firmament tells you that you 
are currently in the Warrior season of the year. 


ALL RIGHT, CUT IT OUT, WHAT DOES IT ALL 
MEAN?!? 


What it means is this: right off the bat, you know all 
you have to worry about is the Warrior and his three _ 
charges (Steed, Lady, Lord). He wouldn’t be in seasoni 
one of his Charges wasn’t being threatened by the 
Serpent. So, to find the Serpent, we'll have to “look w 
he looks.” 


So find the , both on the floor pads and the Star 
Map. Step on the floor pad, which swings the Telesco} 
over. Get on the Robolift to raise yo 
up to the Telescope. Make sure the 
Telescope is set to the Outer Ring (th 
Warrior Rune, f¥, is in the Outer Rin 
If not, jump to the back of the Robol 
and turn the wheel until you haveit 
on the right ring. 


Now, get back to where you can lool 
through the Telescope. You'll see thi 


The Warrior is looking straight ahea 
All right! We’re really close now! 


Look at the Star Map above. Find the Warrior Ru 
BY, in the Outer Ring. Directly across from it is J, o 
Lord Rune. Now we know that it’s the Lord thatis 5 
ically threatened by the Serpent. Okay. 
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Get back down to the floor pads, step c 
@ one in front of the Lord panel. 


Ride the Robolift up to the Telescope 

id look through (its elevation should still 
et to the Outer Ring). You'll see the 

ord constellation—and the Serpent’s 


SE aE 


SHS 


Above, The Lord constella- 4 
tion, a Charge of the Warrior 
that's in trouble. 


Itdoesn’t take much to figure out where 
Serpent's Tail would be.... 


Serpent 


ar Map and the Yokudan 
Sand Map are oriented the 
same way, now you know 
where to put the Starstones. On 
the Sand Map, the Guardians are 
juares instead of being blue, whereas the 
are Circles. Find the Square in the Outer Ring 
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and then look to the sector directly across fromi 
that has a Circle. That Circle corresponds to 
Lord Rune, where you found the Serpent's 
Head. Below it is where the Serpent's Tail 
would be. 


It doesn’t matter which Starstone goes wht 
so just put one in the Lord’s sector and one in 
sector below it. Saban will cease her Song of Pass 
and Hayle’s soul will be safe from the Necromancer. X 
the man, Cyrus! 


Starstones 
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“just listen! J think J'm losing... Cake the Damn key, . . 
Don't leave it here! Go to the lighthouse, Signal the 


feague,..” 
—feague Prisoner in the Palace Catacombs 


This small town on the south- 
astern section of Stros M’kai 
sed to be an oft used dock 


‘island. You can 
ithe Lighthouse here, protecting 

its from the southeast cliffs, a Shrine of 
Mareth (see pg. 39), and the Square of Leki. You can 
dencounter Yaeli of the Restless League here. 


Saintsport, now reduced 
to a desolate pirate cove. 


You'll undoubtedly run into a traveling pirate or two 
ie and can find some of their stash in the southernmost 
iiding. 
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Saintsport was named in honor of Leki, 
the Redguard Saint of the Spirit Sword (se 
Pg. 62, for Redguards: Their Heroes and 
History). Stand in the middle of the square 
and look upward; here you can see the _ 
image of Leki, as seen in the book. 


Hove, Saint Lek? watches Found at most ports, for worship to the 
over Saintsport. goddess of the air, this shrine can bless yi 
with a quick journey (see pg. 39). 


The most striking structure in 
Saintsport is the lighthouse. Several 
people can tell you (Tobias, The 
League prisoner) that the Restless 
League has been using Saintsport as 
their way on and off the island, and 
that they signal their boats using th 
Lighthouse. Unfortunately the 
Lighthouse is locked, and you'll n 
the rusty key to get in (see pg. 82). 


Once in the lighthouse, you'll noti 
the pyre has been lit recently. Make 
sure you have a torch and light the 
pyre, or you won’t have enough light to use the signal, 
With the pyre lit, pull the lever to open the lens, anda 
beam of light will appear. 
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Once you have the Lighthouse 
bing, you'll want to signal the 
ague, so you can find out what they 
ow about Iszara. The League uses a 
ecial pattern of two short flashes, 
lowed by a long one (see Erasmo 
32, who has been spooked by the 
ing). The best way to do this is to 
id down the activate button to get 
efirst two flashes off as soon as 


plained by Yaeli. 


Toughened by her life on the sea, Yaeli is not 
ling to be happy to find out a stranger has sig- 
led her to the port. But she’s your only ticket to get 
@ League Hideout and find out about Iszara. She 
ilonly take you if you can give her some proof that 
eague deserves your attention, since she is taking 
tha risk. The proof she requires is the League 

ignia found at the Smuggler’s Den (pg. 68). 


Ole, once Yaeli takes you to the Hideout, signaling 
in in the game won’t serve much purpose except 
her reinforce your current objectives. 


League 
Pirates 


Don’t wave 
your swords at them, and 
don’t go around yanking 
on locked doors, and 
they'll leave you alone: 
And don’t whip them 
expecting to steal their 
loot—they haven’t got any 
loot. 


Attack Skill: Low 
Defense Skill: Low 
Aggression: Low 
Hit Points: 30 
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The 
Redguard sea 
captain Yaeli 
gives you pas- 
sage from 
Stros M’kai to 
the League’s 
secret base for 
an interview 
with Basil, 
leader of the 
Restless 
League. 


East Dock, viewing Iszara’s Lodge [far right) 


The secret base is hidden within a high vaulted grotto, 
with sheltered anchorage for pirate vessels, docks and 
warehouses for transshipment of hijacked goods, and hu 
and sheds for resident buccaneers. But you are a guestof 
the League, and League ships, warehouses, and dwelli 
are none of your business. The League pirates wandering 
the docks tell you not to poke around, and they attackif 
you persist in meddling with League property. 


Yaeli’s ship lands at East Dock, and you want to speal 
to Basil, who is on West Dock, conferring with his feisty 
colleague Vander over a map table. Leave the ship, walk 
north up to East Dock, and climb a set of stairs. A seri 
open platforms and catwalks leads west to your meeting 
with Basil and Vander on West Dock. Don’t fool with 
locked doors or wave naked blades at the Leaguesme 
you meet along the way, or you’re spoiling for a profi 
swordfight with potential allies. 


THE LEAGUE HIDE 


When you find patch-eyed Basil at the 
lap table, have a chat. If you patiently 
Ndure his obscure persiflage, you'll find that 
l admits Iszara was a member of the 
tless League, and that he thinks she is in 
ble with the Empire. Fortunately, Vander, 
termined to pick a fight, interrupts Basil’s 
bose maundering ani cks you. Yo aaa 

it eee a Basil tel. Vader Up and Bast 

[right] on West Dock 

Dive bested Vander with your sword. 


Basil, the leader of the Restless League, may 
lelong-winded and obscure, but he has held 

fince A’tor’s followers together and defied and 
assed the well-armed and -supplied Imperial 
dices with few resources and a minimum of futile 


Fighting Vander: You may want to pump yourself 
ith potions for a quick, certain victory. Be healed 
um before you start the dialog, and have an 
in or Strength or both handy when the combat 
And start your dialog with Basil as far from 

as you can, since he jumps you as soon as the | 
pends. Also, consider fortifying yourself with | 
before taking on Vander [see following page]. 
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If you are worried about whipping Vander, go col- 
lect all the potions scattered around the Hideout befor 
you chat with Basil. 


¢ Healing Potion: On an exposed western beam on 
Iszara’s Lodge on East Docks. 


¢ Ironskin Potion: On the roof of Iszara’s Lodge o 
East Docks. 


¢ Healing Potion: On top of a big barrel against 
back of the cavern wall on a high platform betwe 
East and West Docks. 


¢ Healing Potion: On a high ledge above the stairw 
from East Docks. 


¢ Healing Potion: In the crossbeams above the opel 
shed at the south end of the wharf on West Dock. 


Once you've laid Vander low, speak with him and 
mend your quarrels. [If you’re wounded, he graciously 
gives you a bandage.] Then speak with Basil, who will 
ALSO give you a bandage, whether you're wounde 
not. [The League must have harvested a couple of crat 
of bandages in the swag from their last raid.] 


Basil now gives you a Key to Iszara’s lodge, and bid 
you search it for clues to her whereabouts. Basil ni 
there is a journal there that they have not been ablet 
unlock. Take the key Basil gives you and head back 
easternmost building on East Dock. Approach the bo 
floor door with the Key to Iszara’s Lodge equippe 
unlock the door. By the way, make sure you have coll 
all the potions from this location before you continu 
Iszara’s journal, since you cannot return to the Leagu 
Hideout once you've opened and read the Journal, 


THE LEAGUE HIDE 


Stem 


Basil gives you this key to open Iszara’s Lodge 
after you give Vander a good thrashing. 


Opening Iszara’s Journal: An 
mchanted blood lock seals Iszara’s 
durnal; it opens only to those of 

a mily. The open teardrop- 

laped depression in the cover of the 

mal is made to receive a drop of 
eright blood to dispel the enchant- 
ent. 


Step One: Equip the Bandage given 
toyou by Basil or Vander and use it, 
producing a Bloody Bandage. Even if 
Cyrus isn’t currently wounded, 
leaning up with the bandage har- 
vests enough blood from minor nicks In Iszara’s Lodge, Cyrus 

and cuts to dispel the blood lock contemplates opening her journa 
enchantment. 


S ISZARA’S JOURNAL 


(em 


This heals 30 points of damage. 


[twill remain in your inventory, 
stained with your blood. 


Bethesda Softworks 


147 


= REDGUARD COMPANION 


Step Two: Equip the Bloody Bandage, then Use Bloody 
Bandage on Journal Lock. Voila! Read the journal. 


motions to restore Prince 


A’tor. Resolved to immediate 
action, Isz veals that she has stolen the soul- 
gem and traveled to Stros M’kai to seek help. 


“First Seed 26, CE 864, 


This is my last entry, as I’m taking leave of this madden= 
ing torpor; the time to act is at hand! Basil and the rest of 
lazy wolves are content to mourn our Prince and hide in 
shadows, even while we have the very thing the Governor 
fears most! For months my love has lain in amber while th 
Empire firms its hold. Hammerfell will be lost forever if 
Prince A'Tor is not restored. I am decided: if the League cait 


By morning I'll be in Stros M’Kai, where there are others 
who might give me the help I need. Cyrus- The gypsy 
told me you would come to Stros M’Kai. I laughed in her 
face, of course, but I leave this warning if only for respect 
one’s elders. If the blood-lock is opened then I know it is yo 
and I ask you to heed the next: Leave me my dilemma andy 
back to whatever road you love best these days. You've hiat 
ample practice.” 


THE LEAGUE HIDEOE 


Basil comes upon you as you 
ead the journal, and tells you 
hat he knows about Iszara’s 
lisappearance. Here Basil relates 
he story of the defeat of Prince 
Mor and his forces in Hunding 
y by the Imperials led by 

iral Richton. Basil describes 
ce A’tor being struck down 
ith a poisoned arrow by 
Nichton’s dark elf assassin, and 
Mmperial dragon that routed 
Mor’s followers. Basil also tells 
bw Archmage Voa preserved 
edying Prince’s soul in a soul- 
im, before the dragon could 
Implete its triumph. 


Basil then reveals that the League gained possession of 
soulgem containing the Prince’s spirit. With the soul- 
m the League planned to spark a revolution with the 
(spect of the Prince restored to lead the League and 

rs supporters against the Imperial invaders. When 
iireveal what you have learned from Iszara’s journal, 

il declares: ‘Find the soulgem, and you'll find Iszara.’ 


I 
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After you have learned about Iszara and the soulgem 
from Basil at the League Hideout, go to Falicia at the 
Mage’s Guild and ask her about soulgems. Though fear 
ful of Archmage Jaganvir, Falicia tells you what she 
knows about Iszara, the soulgem, and the acolyte Joto. 


Falicia says that Iszara came to the Mage’s Guild with 
the soulgem. Falicia learned from Iszara that the Restless 
League had obtained this soulgem containing Prince 
A‘tor’s soul and that they planned to use this gem tolea 
a revolution against the Imperials. Iszara, impatient wilh 
the deliberate pace of League efforts, stole the soulgem 
and brought it to the Mage’s Guild looking for help. A 
Guild member, an acolyte named Joto, agreed to help 
Iszara research a way to use the soulgem to restore the 
prince. Then, Falicia tells you, a dark elf came to speak 
with Archmage Jaganvir. Soon thereafter Joto was 
arrested and jailed for treason against the Empire. Falid 
doesn’t know what happened to Iszara, but says thal 
only one who can tell you — Joto — is locked in the Jail 


As Falicia relates her tale, Archmage Jaganvir sud: 
denly appears, castigating Falicia for revealing Guild 
secrets. Then, to keep you from revealing this informal 
to anyone, Jaganvir changes you into a gremlin. In greh 
lin form, you lose the power of speech. In addition, you 
little gremlin arms are too small to use any man-sized 
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ols. You manage to escape the Mage’s Guild, but out- 
“ide you must search the island for someone to change 
Jou back to your human form. 


“YEEEtah! Yippee nub nub!” 


Without the power of speech, your dialog is extremely 
ited. And without the power to use hands, you can’t 
panything useful, like open doors or take items. It’s fun 
hop and scoot around the island and talk to people, just 
ee their reactions, and no one will waste the energy to 
you. 


learning to talk as the gremlin can be both fun and 
ting (just the way Jaganvir wanted it!). 


You can try to say several things but they come out 
iinding much different. 


Sound 


Help! 

Please Mee 
Iszara Bak 
Joto Chaa 
Jail Weee 

Magic Enj 


Wery time you choose a piece of dialogue, it will get 
thed to the last one you said, and will reset itself every 
times, so remember your last choices! One of the few 
you can say is: “Joto Magic Please Iszara ,“” which 
Sout as “Chaa Enj Mee Bak!” or “Change me back!” 
lirse, you'll have to find somebody with enough 


FALICIA'S CONFE. 
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Find 3 
Health 
Potions 


From the snakecharmer Avik, you learned of a Mage 
Guild member named Joto arrested and jailed by the 
Imperials. You need to talk with Joto, but no one will let 
you into the Jail. Fortunately, the Archmage Jaganvir,a 
bad person, turns you into a gremlin. This may nota 
ally sound like good fortune, but, in fact, it is the only 
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vay you can get into the Jail to see Joto. See the previous 
hapter, “Falicia’s Confession” on becoming a gremlin. 


You begin your brief existence as a gremlin on the Town 
quare just outside the Mage’s Guild entrance. Head east, 
len north along the lane towards the Jail. Steer west to the 
leps of the West Entrance of the Jail (where an Imperial 
ward stoically stands sentry during the entire game). 

tot up the steps and leap to the small stone wall flank- 

ig the steps on the right. A tiny window is open just 

hder the wall. Leap up into this window to enter the Jail. 


Once inside the Jail, there is only one way out. You must 
with the prisoner Joto, who will dispel Jaganvir’s 
thantment, restoring you to your human form. 


igremlin form, you try to say one thing and hear 

self say something completely different in gremlin 
jie. Luckily, you are clever enough to string together 
iple of gremlin tongue utterances to make yourself 
ito Joto. The sequence of dialog options to use 

oto is: 


fo[’Cha!”] 

igic [“Enj!”] 

ase [Me!”] 

ara [“Bak!”] 

ha! Enj! Me! Bak!”] 
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Hearing you plead 
“Change me back,” 
Joto immediately rec 
ognizes Jaganvir’s 
handiwork, and easily 
dispels the enchant 
ment. When you th 
him and introduce 
yourself as “Cyrus,” 
Joto instantly recog- 
nizes you as Iszara’s 
brother, and tells all 
knows about her di 
appearance. Joto cait 
CHA! ENJ! YOUIB 


This Khajiit wizard agreed to help Iszara rese 
the prospects of restoring Prince A’tor 

from the soulgem created by Archmage Voa. 
Unfortunately, Archmage Jaganvir apparently 
learned of Joto’s activities, and, when pressured 
by Richton’s agent Dram, Jaganvir betrayed Joto 
to Imperial authorities. As a result, Joto was 
arrested and imprisoned here in the Old City Jai 
Joto is the only wizard on Stros M’kai able and 
willing to restore you from gremlin form to hu n 
form. Joto also has important information about 
Iszara and a piece of the map to the Flask of 
Lillandril to pass on to you. 


Joto suspects that N’gasta the necromancer is responsi- 
efor Iszara’s disappearance. Joto says that he and Iszara 
id concluded that N’gasta was the only 
cerer with sufficient skill and power to 
store A’tor from the soulgem. Since 
gasta is widely known to be evil and 
stworthy, Joto and Iszara hoped to 
the ancient elven magic of the Flask of 
ndril as protection when negotiating 
wicked N’gasta. Joto and Iszara 
found one piece of the map, and then 
found another, but before Joto could 
his second piece to Iszara, she had 
ppeared, and Joto had been jailed by 
perials. 


Dram makes a surprise 


appearance 
(this point, Joto gives you his second a 


of the map, and tells you to find the 

then to go to N’gasta to find Iszara. As 

ands you the piece of the map, Joto sees that the 

Elf assassin Dram stands behind you. Dram has 
leavesdropping on your dialog, and he decides to 
loto’s lips with a poisoned arrow. Dram’s missile 
true, Joto sprawls on the floor of his cell, and with 
ing breath, Joto repeats his plea — “Find — Iszara!” 


t 
your sword out! Quick! Dram appears and slashes 
without formalities. If you have healing,strength, 
kin potions, this is a good time to expend a few. 


Guard will come running to aid Dram, so be 
d for a back-to-back fight. 
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Dram’s double- 
handed swordplay is 
swift and dire. 
Fortunately, Dram 
= ; prefers spells and 
cHemles poisoned arrows for 
his kills, and after 
you hurt him suffi- 
ciently, he coolly 
teleports away from 
combat in the face of 
your frenzied, 
vengeful attacks. The 
guard, on the other hand, blocks your exit, and must be 
defeated to permit your escape. 


Dancing with a dark elf 


opponent, raining swift and 
frequent blows on your 
defense. An Ironskin Potion 
is an excellent investment. 
You'll be grateful he lacks Joto has given you a piece of the map to the Flaskd 
your toughness and stamina, Lillandril, and has told you to confront N’gasta if you 
‘and ithathe takesthe eos want to rescue Iszara. But before you go any further, 
cerer’s easy escape when make sure you are healed and supplied for your escap 
seriously wounded. from the Jail. Collect the healing potions in the small 
room off the southern corridor and on the landing of 


Altace An eee eastern staircase. Then heal to 100 hit points, because 
ense Skill: = § : 

x sion: Very High next phase promises a lot of combat. 

Hit Points: 40 


When you are healed up, proceed up the stairs (0 
north and exit to the hairy rooftop chase sequence 
through the ruins of the Old Quarter. 


Mm 
Joto’s Map Piece 


One of four pieces to the Flask of 
Lillandril. See the next chapter on 
tting the Flask. You'll need it before 
ou confront N’gasta. 


iew is breath-taking, 
ithe prospect 
lunging to your 

im from the walltop 
eground below. 


Wa coincidence familiar to 


ily way to escape is to leap from rooftop to rooftop 
ind the entire Old Quarter precincts. The path around 
ld Quarter will bring you in a loop clockwise almost 
your starting place. There are no slick shortcuts, 
yto cut across the loop. You must proceed from 


cnemles 


These proud officers 
don’t want to face Richton 
with further reports of 
escaped Redguard heroes. 
Attack Skill: High 
Defense Skill: Very High 


Aggression: High 
Hit Points: 50 


Veteran 
Guards 


Cautious and 
deliberate, these 
fellows just want to 
finish their tour‘of duty 
and go home to Cyrodiil. 
Attack Skill: Medium 
Defense Skill: High 


Aggression: Medium 
Hit Points: 40 


wall to rooftop to rooftop to wall, killing guards and gath 
ering potions as you go. Most of the jumps are easy, but 
save regularly anyway, just in case of missteps during 
swordfights. Some jumps are not easy. Take your time 
with these, look things over, and save first. 


Resource Management: You can harvest 4 health 
potions along the way. You also face 17 guards, and each 
has a 25% chance of producing a useful potion duringa 
search. Unless you are a VERY good swordsman, you _ 
will lose more hit points from fighting an elite guard 
than you gain from looting them — so bypass them 
where you can. When you can take on one veteran ata 
time, odds are in your favor — especially if you can 
interpose a brazier or other obstacle between you andlh 
second swordsman. Infantrymen should be meat fory@ 
by this point. Of course, if you came loaded with potil 
you are sitting pretty. 


Note that guards tend to cluster at the edges of roofs 
waiting for you, thereby cluttering up prime jump lant 
ing space. Just sidestep until your line-of-approach 
avoids the blocking guards. 


Don’t jump INTO one of these clowns 


THE JAIL 


Here’s what you'll face on your rooftop tour. 
Elite Guards 
Veteran Guards 


Infantry Guard 


You emerge from the Jail on to the top of the ancient 
reat wall surrounding the ruined Old Quarter. 


fi 


Run along on the wide top of the Old Quarter city wall. 


ill two Veteran Guards on the way and loot their bodies. 


NM 


Jump from the top of the city wall to this rooftop. Kill 
Veteran Guard here, collect the health potion behind 
shed, and climb the north wall to an upper roof level. 
ed across this section of roof, then jump to next roof. 


AT 
“I 


Ignore the higher rooftop to the west. You face no 

rds here. Just jump north from one of the lower east- 
roofs to the next low eastern roof. Prepare to jump to 
next roof to the north. [If you alert the guards on the 
troof, you may need to sidestep and line yourself up 
your jump so you don’t collide with any guards on the 
fopposite you. 
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cnemies 


In the wrong place at 
the wrong time, these 
green troops are easy 
pickings for a skilled 
swordsman. 


Attack Skill: Low 
Defense Skill: Medium 
Aggression: Medium 
Hit Points: 30 
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The Elite and Infantry Guards here must die. Grab 
the health potion by the brazier, then jump north to the 


recessed roofporch [jb6] guarded by a single Infantry 
soldier. 


Kill Mr. Infantry. Walk up the slope past the door on 
the left, then turn left and climb to the higher roof level, 
then turn right and boost up to the highest part of the 
roof. Amble over the eastern edge of this highest roof 
tion, turn around, back up to the edge, drop and hang, 
then drop to the lower rooftop on the other side. 


F) bool pe h r 
Two towers break the roofline of the next building. 
Jump to the first low rooftop, then leap to the second | 
rooftop where the rude Veteran Guard is waiting for y 
This is a tough jump, and you may have to grab the ed 
by your fingertips, then haul yourself up, all while the 
guard is whacking you. Go ahead. Make this guard s 
then kill him. Grab the health potion nearby, then edge 
down a sloped roof to a lower section of this central 
rooftop, then leap across to the third low rooftop of 
building and line yourself up for your next leap. 


Jump to the lower, western roofporch of this buildi 
Walk up the slope, then climb up on the far wall, then 
walk left along the wall top and climb to the higher 
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0 collect the health potion there. Then return to the wall 
jou just climbed up from, turn and look across to the next 
uilding with two guards. Now look down. Below you'll 
ee an awning. You are going to step off the wall, drop to 
his awning, and bounce over to the next rooftop. Really. 
Ne promise. Look down and carefully line up your angle 
oslant you diagonally towards the opposite roof. Step off 
ind bounce. 


joking back at the awnings you've bounced from 


these three running dogs of the Imperialist war- 
gers and loot them. Then stroll over to the western 
of the roof and look down. See the awning? You 
the drill. * Boing! * 


ip to the lower northern roof of this building and 
ite the Imperial Infantryman. Then climb the wall to 
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the south and leap over into the lower ruined interior, 
Send these two Veteran Guards to their great reward and 
loot them. Grab the health potion nearby. Then climb on 
the wall to the west and leap for the building to the south 
It’s a tough jump — if you're lucky, you'll make it only by 
your fingertips. WARNING: Don’t rush forward onto the 
roof of the next building! It is a deadly hazard! 


Okay. This one is really difficult. 
The whole roof crumbles underfoot 
as you cross it, plunging you to youl 
doom. 


If you are unlucky enough to landé 
your feet, keep running forward an 
leap for the next building ata full 
gallop. The roof is collapsing unde 
your feet as you move, so don’tst0 
to admire the scenery. This solution 
is extra exciting, extra cool-looking 
and extra challenging. 


If you are lucky and find yourself dangling from thé 
edge of the building by your fingertips, haul yourself 
carefully, then make your way around the western edg 
of the building, where the wall beneath the roof is still 
ble. Then, before you get close enough to alert the two 
guards on the next building [about halfway across the 
roof], start your running leap to the rooftop to the soul 
[If you alert the guards on the next roof, they make you 
jump tough, though not impossible, by blocking your 
landing area.] 
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Relax. This is the last 
uilding. Dispatch the two 
leteran Guards, climb over 
oof of the central tower, 
hen scoot over toward 
he remains of the monu- 
nental Old Quarter city 
vall to the southwest. 


Hop down to the wide 
of the city wall. Mosey 
er and dispatch the Elite 
ard. Then march over to the east side of the domed 
minence and leap southwest to the south-trending 
ion of city wall. Continue walking south down the 
of the city wall a couple of paces, turn west, walk to 
edge of the wall, and line up for a leap to the high- 
ed roof of the building to the west. 


Plunging to your doom 


e slope of the roof looks too steep, but it’s fine. 

tus. Just jump to the roof, then walk west over 

Toof peak to the northwest edge of the roof. Look 
and line up with the canopy on the wagon below. 
down on the canopy and bounce to a graceful 

. [The Olympic judges wave placards; your score 
.9, but the Cyrodiilic judge is clearly biased.] 


ag 
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“ahh, the Flask of Lillandril! Everything Good in Life 
Comes in a Decanter.” Crendal 


Elven Artifacts Vol 3. (see pg. 61) describes the Flask of 
Lillandril, a magical flask discovered during the 1st Era 
of Tamriel (c. 1E470) by a group of Elves living in 
Lillandril, a port city on the Northern shore of Summers¢ 
Isle. Upon learning that the flask had the property of 
being able to absorb magic of any persuasion, the 
founders soon realized their importance in the world ant 
spread the word of their discovery. They performed va 
ous favors for the Barons of Summerset Isle, keeping 
magical powers of the Wood Elves of Valenwood in 
check. Eventually the founders, worried that Wood Elf 
assassins may kill them and take the flask, left Summer 
Isle for the City of Daggerfall, in High Rock, where they 
hoped to buy their safety from the Clan Direnni, and liy 
in secret, protected by the Direnni. But while sailing from 
Summerset to High Rock, they were shipwrecked on th 
coral reefs along the southern coast of what is now Stro 
M’kai. The founders were killed and the flask was los 
Stories of the flask have popped up over the ages, buti 
still believed that it is lost somewhere on the island of 
Stros M’Kai. 


\ 
If you've read the book at J’ ffer’s (pg. 61) you'll beal 
to get a wide array of information on the flask from vari 
ous people in town. Once you've been to Joto at the Jail 
(pg. 154) it will become clear to you that you will need 
this flask if you are to rescue Iszara from N’gasta. 


To get the Flask, you'll have to get all four pieces of 
map, as well as the map from Maiko. 
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Stems 


This piece is engraved on a Silver 
Ship. See pg. 41 on how to get this piece. 


Stolen by Crendal. This 
piece you'll have to track down 
and dig up. See pg. 29. 


The League Insignia is also part of the 
map, which Iszara gave to Urik. Look at the 
back of it. See pg . 68. 


Given to you when Joto changes 
ou back, and where he explains the 
eed of the Flask to defeat N’gasta. 
see pg. 157. 


This is the reference map 
dit tells you how to orient 
heother 4 pieces on the 
land, as well as the starting 
int, See pg. 66 
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‘Trithick's 
Piece 


Joto's 
Piece 


Iszara's 
Piece 


of the map itself, but will show you where to start and. 
how to align the map. Notice that the four map pieces 
together have the start marked as well as “Long Tree’ 
Notice on Maiko’s map that the start of the map is Le 


notice from Maiko’s map that “Long Tree” is actuall 
west of the start and not north, as the map pieces shi 
together, which means that your map was drawn facin 
west. To read your map correctly, draw it turned 90 
degrees counterclockwise. (And, by the way, the “ 
Tree” is long gone, a victim of a tropical storm.) 


Now, stand at the center of the The Square of Lel 
start counting off paces going west. Remember to wa 
and not run. Paces are continuous walking steps, so 
walk while moving forward. A pace is a single ste 
a right-left two step. Eventually you'll come to as 
to a hill, use your shovel here and you'll find a ch 
Open it and retrieve the Flask! 


THE FLASK OF LILLAND 


Start your walk to the 
Flask at The Square of Leki 
facing west. 


Dig next to this hill near 
Saintsport to find the Flask. 


bing the Flask 


Afew notes on using the Flask. It is basically a weapon; 
enyou use it, Cyrus will pull it out; when you use it 

y he will put it away. It is only effective when ab 
$magic, so don’t expect it to do much until someone 
bois some magic at you. 
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“Come Cyrus, ., J have what you seek” 


To reach N’gasta’s tower you will once again have to 
traverse the Isle of N’gasta (see pg. 69). If you already 
have met with Joto and know that Iszara is trapped at the 
Necromancer’s, the Boatman will not be at the dock wait- 
ing for you. You must get the Flask of Lillandril before | 
you head back to N’gasta’s. (This is just a safety check 
placed in the game to keep you from going to N’gasta’s 
fruitlessly and getting killed). See the previous chapter o 
getting the Flask. 


N’gasta’s gate will open when you approach it late in the game 


When you reach the gate to N’gasta’s tower, the gate 
will open, and you'll hear N’gasta’s evil voice greeting 
you. Go through the gate and enter the tower. 
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Once inside the tower you'll first be confronted by the 
Vermai, dark beasts kept under N’gasta’s care. Be careful, 
these creatures will attack on sight, and the best strategy is 


to lure them into the bubbling pit in the middle of the tower. 


The friendly 
Vermai will 
be glad to 
greet you. 
Lure them 
into the pit 
if possible. 


Once the Vermai are disposed of, inspect the east and 
jest chambers of the tower. In the east chamber, you'll 
where N’gasta prepares his bodies, and you'll find an 
iichantment chamber to the west. Go into the west cham- 
let and get the glass Vial on the table in the back of the 
om, and fill it with the golden elixir in the cauldron. 


Ngasta prepares 
the bodies in the 
east chamber. 
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Vermai 


Dark minions of the less- 
er Daedra lords, N’gasta 
keeps these creatures under 
his control through pacifying 
helmets. They are tough, 
tampaging beasts who will 
tear you apart should you 
get near. Use their stupidity 
against them. You can posi- 
tion them where one will 
actually kill the other, but 
the better way is to get them 
to chase you and fall into 
the pit in the middle of the 
tower, where they will meet 
their doom. 


Attack Skill: Low 
Defense Skill: none 
Aggression: High 
Hit Points: 50 
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The 
enchantment 
chamber is to 
the west. You 
can find and 
fill the glass 
vial in here. 


LOOK AT CAULDRON 


Stem 


Found in the west chamber, you can fill this via 
with the golden elixir and pour it into the pit at 
the Tower to create a magical explosion. 


: 2 a | = Pour the elixir-filled vial into the pit 
i — Watch the bubbles and notice the explé 
sion blow the bones around. This is 
100 


your ticket to reaching the stairs above 
that have collapsed. Save before you 
try this, for the pit kills quickly. Line 
yourself up with the stairs to the west 
Pour in the elixir, back up, and runand 
jump over the pit as the explosion g0e 
off. BLAM! You will be bounced onto 
the upper level and you can head toth 
top of the tower. 


Line up straight with the stairs 
before you pour the elixir in. 
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N’GASTA’S TOW 


5 Left, You'll come 
” to this door at the 


top of the tower 


i 
100 gre 


» ) 


Below, Inside 
N’gasta’s chamber 


Paactka'e 1) b we 
gasta’s Chambers 

At the top of the tower you'll find 
igasta’s chamber, filled with all the arti- 


ts of necromancy. It is here that you v 
Ofind Iszara. 


You'll rush to Iszara, and N’gasta will 
ome through a magical gate and laugh at 
| enjoying his triumph here. Seems 
came to him, begging him to restore 
fince A’tor from the soul gem, trading her 
Wn soul for A’tor’s. N’ga agreed, but 
med the tables on Iszara, buying favors 
on the Daedra Lord Clavicus Vile with 
fa soul, and from Richton with the soul of A’tor. 
baharsh irony that you yourself delivered the soul 
ince A’tor to Richton for him, in the shape of a 
m-shaped amulet. 


Nour rage is deep, and fortunately you have the Flask 
lillandril with you to dispose of N’gasta. 
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Character 
Found here in N’gasta’s tower, her fate is not one 
that you had expected. Distant and soulless, she 
risked it all for Prince A’tor and bargained with the 
| wrong, people. She can say very little to you, only a 
few moans to remind you of N’gasta’s treachery. 


Use the Flask immediately after N’gasta is done talk- 
ing. It will protect you against his magical spells. Turn to 
face him as he warps around the room. Keep facing him! 
The Flask will absorb the spells and shoot them back at 
N’gasta. After about 5 hits on him, N’gasta will be 
destroyed and you can move onto helping Iszara. 


Hold the Flask out and turn to face N’gasta as he warps arg 
You cannot harm him any other way. 


N’GASTA’'S TO 


N’gasta’s dead. Iszara is soulless. And you are 
rapped in N’gasta’s chamber. You know he sent 
lszara’s soul to Vile, and that he came from there 
hrough a magical gate. If you can only open it 
yourself, you can confront Vile. Read the book on 
N’gasta’s shelf. It describes the enchanment 
leeded to open the gate to Vile’s realm. The poem 
tcontains refers to colors. 


“The jacinth wakes the rising sun, LOOK AT BOOK 


and snow blankets the grass. Read N’gasta’s spell- 

f Z book to see the spell 
But night overtakes the mid-day sky, for opening the gate to 
and the gate is opened last.” Vile’s. 


There are also several items in the 
bom. Four are liquids: Hist Sap(green), 
pider’s Milk(yellow), 

ictoplasm(blue), and Ore’s Blood(red). 
here are several solids as well: 

Inicorn’s Horn (white), Daedra’s 
(black), Salamander(purple), 
imber(orange), Spriggan’s Ear 

town), Saint’s Hair (Grey), Pig’s 

(pink), and Lich Dust(tan/brown). 
fou don’t already have all the liquids 
ind at the Alchemist’s shack on 

08 M’kai as well), pick them up now. ASAIO SES 1S IOD 


. Pick up all the potions if you 
ist, add a chip of amber don’t have them yet. 


inth / orange) to the ore’s blood 
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bea rrend ; Stem 
Tra Norse Te a 
aeor 


esa 
ose re oS Ben Tae nus 
i mere The jacinth wakes the rising sun, 


and snow blankets the grass. 


But night overtakes the mid-day sky, 


and the gate is opened last.” 


. * yaa room. If you do not see a magical effect, 
f you poured the wrong concoction down 
= \ Next, a chip of unicorn horn 


(snow / white) is added to the hist sap 
(grass / green) and poured. Finally a 
piece of Daedra heart (night/black) 

is added to the ectoplasm (sky / blue), 
Once the final potion is poured, the gate 
to Vile’s realm opens. Step on through. 


% * 


. 
DRIP ORC’S BLOQD MIXTURE, ONTO SYMBOL Left, pour the potions onto the symbol 


After the 374 potion 
is done, the gate 
will open. 
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THE REALM OF CLAVICUS 


Normally, the prospects for survival of a mortal enter- 
ng the realm of a Daedra Lord without an invitation are 
metty bleak. Fortunately, Cyrus is using the servant’s 
ntrance, and Clavicus Vile apparently has anticipated the 
ttival of his guest with considerable enthusiasm. 


Incase you were wondering, 
lile’s realm is not exactly a place in 
he same sense that Stros M’kai is a 
lace. Vile’s realm is a state of 
ind... and the state of mind of a 
inor godling, at that. Everything 
re is exactly as Vile wishes it to 
Everything is green and sunny 
pleasant, with a babbling 
ring and a tranquil pond and 
ide expanses of eternally blue sky. 
his mind, Vile is a cheerful, indo- 
tboy basking the sun with his 
lorite companion and best friend, 
lovable dog. 


The Sunny Realm of Clavicus Vile a 


lavicus Vile thinks of himself as a playful, fun-loving 
‘However, his idea of fun and play involves playing 
human souls in the same way that wanton boys are 
play with flies. With the power to casually pluck 
and souls from you for his amusement, Vile will 

to be handled very carefully. 
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Take a walk around, get 


tile and vivid imagination. 


Character 


can smash you like a 
hospitable enough host, 


“I think he LIKES you, Cyrus!” 


some exercise, peer over the 


edge and admire the fatal plunge into eternity. Don’t go 
looking for loot or allies. There’s nothing here for you but 
Lord Vile, and no way out except to answer his riddle, or 
to fail, and suffer having your soul bound as an eternal 
slave to a bored Daedra Lord with an unappetizingly fer 


He’s omnipotent and immortal, more or less, and 


bug. But he’s a cheerful and 
in his own way, and he is 


sporting enough to give you a chance to wager your 

soul on a riddle contest, with the prospect of regain- 
ing your sister Iszara’s soul if you win. Itmightbe 
best not to reflect upon the consequences of losing, 


: 


Okay. He’s not really a dog. Itf 
not clear WHAT he really is. 
Sometimes he looks like agi 
sometimes he looks like ano 
sometimes he even looks like 
Cyrus. Not even Clavicus Vi 
really understands what is 
going on. So excuse us if we 
don’t give you any useful 
insights into his nature. All 
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you need to know is that he won’t help or hurt you, so 
leave him alone. 


Vile is going to rake you 
over the coals for your various SOUL 
haracter flaws and youthful ee NS 
indiscretions. Deal with it. You 
reed Iszara’s soul, and you have 
oeat dirt to get it. Vile cheer- 
ully reminds you that you 
nurdered Iszara’s husband 
hen ran away from the conse- 
jwonceo, Vile uiucks your bold, 
‘otton-headed heroism, scoffs 
ityour empty threats, and 
2 nerally deplores your weak 
haracter. Heroes are not gener- 
ly the humble, introspective 
s, and this is not any fun for 
ui. But as mean-spirited as 
ile’s verbal attacks are, you have to admit that they are 
damentally fair assessments of your past failures. 


Clavicus Vile gives you a verbal poundit, 


When you ask Vile why he is doing all this, Vile whines 
ut how boring existence is for immortals, and hints 

dly that he likes presents. That is your cue to make 

a present of the Flask of Lillandril. Give him the 

k. It doesn’t satisfy him, but when you’ve given him 
Flask, ask, one last time, “What do you want?” 


Vile won’t come right out and say it, but he wants you 
ger your soul in a contest to win back Iszara’s soul. 
prospect of gaining your WILLING servitude amuses 
tono end. He regrets the loss of N’gasta as a follower, 
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but Vile thinks you have the potential to be an even- 
more-gratifying servant than the late necromancer. 


Wager your soul. You have no choice. Now, however, 
be grateful that omnipotent immortals suffer the commot 
character flaw of underestimating the mortals they scorn, 
Vile will propose to you one of the best-known riddles in 
Tamriel, confident that you are a muscle-headed, intellec 
tually fallow epic hero with no classical education. Vile 
proposes a logic puzzle from the works of the famous 
playwright Paulus, from his tragedy “THE STARS ON 
THEIR SHOULDERS.” Since your father was a play- 
wright, you could scarcely have grown up without being 
familiar with Paulus’s work. Now... if only you can 
remember the riddle.... 7 


Two doors, two 
guardians, one question 


Vile presents you with two doors, 
each with an accompanying 
guardian. Of these two guardians, 
one always lies, and the other 
always tells the truth. You get toa! 
one of them just one question, one 
question only, to determine throu, 
which of the two doors lies the sal 
vation of your sister’s soul. 


You get a lot of dialog options, but 
the right option and the guard’s 
response is... 


Query: WHICH DOOR WOULD 
THE OTHER ONE SAY IS CORRE! 


Response: THE LEFT DOOR 
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So. Which door do you go through? The RIGHT door. 
Why? Because the truth-telling guy will always tell you— 
completely truthfully—that the liar will tell you the 
WRONG door. And the inveterate liar will always tell you 
the exact opposite of what the corresponding truth-telling 
puardian would say. It’s just logical. 


WARNING: Don’t go through the right-hand door 
without asking the proper question. You lose, unless you 
ask the correct question of a guardian BEFORE going 
through a door. 


q 


¢ 


_ When you pick the right question and the right door, 


Clavicus Vile graciously accepts defeat, and bids you 

good luck. In fact, he seems a bit TOO gracious. Vile does 
hand over your sister’s soul, as he agreed, but you get the 
sense that Clavicus Vile is going to take an altogether-too- 
ersonal interest in your future. 


Clavicus sends you back to N’gasta’s 
dwer with Iszara’s soul in an enchanted 
fessel. You restore Iszara’s soul, and 
lithout a word of thanks, she dashes 
litof the tower, intent on reaching the 
bague as fast as possible. 


You and Iszara sail with Yaeli to the 
eague Hideout, and there bring the bad 
ews to Basil, Vander, and the rest of the 
Nstless League that Iszara has lost the 
fulgem. While Basil chides Iszara for 
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losing the soulgem, you have the dubious pleasure of telling 
Basil that you know where the soulgem is... that, in fact, you 
have delivered it into the hands of Governor Richton. Of 
course, you didn’t know then that the amulet you delivered 
was the soulgem containing Prince A’tor’s spirit. But that 
doesn’t make your news any less unpleasant. 


The soulgem is in Governor Richton’s hands. 


The Restless League is understandably disheartened. 
No one seems excited by your forceful proposal to retui 
to Stros M’kai in force to take the gem from Richton. B 
refuses to condemn his men to senseless bloodshed, and 
tries to justify the Restless League’s cautious policy of 
avoiding direct military confrontation with the Imperi 
In response, you remind Basil that what he REALLY fi 
is the Imperial dragon. You then confidently promise to 
take care of the dragon and recover the soulgem yo 
Basil and Vander dismiss your speech as empty boasti 
but Iszara, persuaded of your sincerity and determina= 
tion, gives you a golden key to the Palace treasure vaull 
where the dragon lies deep in the Catacombs. 
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You vow to recover the soulgem and restore the Prince. 


You then pledge before all assembled to recover the 
gem and find someone to help you use the gem to restore 
the Prince. Basil accepts your challenge by swearing that, 


ifyou have the Prince, Basil will deliver the Prince’s men. 

When you have recovered the gem and found someone to 

taster its magic, Iszara proposes that you give a signal, 
hereupon you, Iszara, and the Restless 


league will meet at the Temple, where 
Brother Nidal has the Prince’s body hid- 
den beneath the altar. 


On the voyage back from the League " 


— 


Ter. You give her your word, you’re in this 
intil the end now, and have some of your Iszara demands you keep fait 
res to settle. the Crown cause. 
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“S'll take care of the dragon.’— Cyrus 


“Big man.’—Basil 


Once you have 
rescued Iszara, it is clear 
that you must return to 
the Catacombs, using the 
Gold Key that Iszara gives 
you at the Restless League 
Hideout. You can reenter the 
Catacombs through the door at the 
Harbor (H3, pg. 27). You'll want to go to the door at 
(see pg. 98 for previous Catacombs map). Use the Gold 


THE CATACOMBS, P; 


Key here. This opens up the second, and much harder 
part of the Catacombs. You'll come to the Hall of 
Warriors, with a great staircase running through the cen- 


ter of it. There are several Elite Guards in here and you 
will see them throughout most of the area. Head up the 
staircase to C29; begin north down the hallway. 


themes 
ree Re 


The Hall of Warriors is the main hub for this section of the 
Catacombs. 


Stem < er 


Given to you by Iszara, this key opens 
the second section of the Catacombs that will 
eventually lead you to Richton’s treasure. Having 

been intimate with the Prince, Iszara had been given 
| secret access to the Palace before his death. 
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Having entered the hall at C29, kill off the guardshi 
and head into the room at C30. There are two pads on 
either side of this room. Each will raise the floor in the 
middle leading up to the doorway at C31. 


The trick here is to run across the pad, so you are 
moving while the floor rises. Now jump and grab 
edge of the block while you can, run across it, andj 
and grab the edge of the doorway while the floor 
down. You should just be able to make it through 
doorway and into the next room. 


Throw the lever at C32 and the doorway at 
open revealing a small room. In here you can retrie 
Fist Rune and then head back to the Hall of Warrio 


THE CATACOMBS, PAI 


Run across the pad and jump onto the 
block as it moves up. C30 


Pull this lever at C32, 
opening the door behind 
you, where you will find 
the Fist Rune. 


Stem 


This rune shaped like a gauntlet was 
\proud symbol for the Crowns, and can 
beused to open the door at C36 in the 
fall of Warriors. 
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Back in the Hall of Warriors, g 
to the location at C34, and notice 
the shape of a doorway next toan 
unlit torch. Light the torch on the 
wall. The doorway will move, 
revealing a secret passage to the 
lock at C35. Use the Fist Rune at 
C35. The door at C36 will now 
open and you go on through to 
the hallway leading east from it, 


Save your game before enter 
ing the hallway at C37, and watth 
the cracks in the wall here. As yoil 


approach them, large 
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aM 


‘spinning blades of death”. will 


come out of the cracks as you approach them, so maneu- 
ver this hallway carefully. 


After the hallway with the 
blades you'll enter the chamber at 
C38. Head up the stairs and go to 
the end of the hall (either 
do, north or south) to either C39 or 
C40. Climb up the rope here. You'll 
now be on the upper floor. Look for 
asmall doorway to the east. Head 
through, around the stair until you 
come to a lever at C41. Pull the 
lever. This will raise the block in the 
toom below at C42. Go back down 
the stairs, through the room and 
into the lava chamber at C43. The 
door at C47 is locked for now. Jump 
up over the fallen pillar and to the 
doorway at C44. Be 
tareful here and jump 
over the pits in the 
next hallway until 
you come to the 
Mechanical room 
at C45. 


Na 


Beware the spinning blades that 
will emerge from the cracks. 


The twin stairs here at C38 basically 
lead to the same place. 
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Left, Pull this lever at C41 to raise the floor in the room 
below 


Below, This ancient room has been left alone for 
centuries. Head across the fallen pillar. 


Ps 
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Stem 


Found in the Mechanical Room at C45, these 
weights are used to cross the hall to the silver key 
There are three of them. 


‘ ‘ ‘ 
Weighting to Die 
aw 
At C45 you'll find a room with 3 weights on the flo 
Pick them all up. You'll need them for the room to thé 
north. Save here and do not enter the hallway yet. The 
doorway at the end of the hall is shut. Notice that the 
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symbol on the door is repeated on three of the pressure 
pads on the floor of the hallway. Once you get all three 
pads down, the door will open. Also notice the large slit 
on the wall. You guessed right, more “blades of death’”™ 


If you run down the hall, the blades will kill you. 
Through trial and error you will find that the blades will 
slice whenever you are standing on a pad that is not 
against a fixed pad. Thus, if you put a weight down ona 
pad, you can step onto any pad adjacent to it. You can also 
jump over pads without taking damage, as long as you 
land in a safe space. 


Above, Place weights on all 
pads with symbols to open 
the door 


Right, Diagram of the 
weight pads 


H @ @ 


Pads 2,3 and 6 are the ones you want to get down. 
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Weight on Pad1 
Move to Pad 2 
Weight on Pad 2 
Move to Pad3 
Weight on Pad 3 
Move to Pad1 

Pick up Weight, Pad 1 
Weight on Pad 4 
Move to Pad 2 

Pick up Weight, Pad 2 
Move to Pad 5 
Weight on Pad 5 
Move to Pad 4 

Pick up Weight Pad 4 
Move to Pad 6 
Weight on Pad 6 
Move to Pad 5 

Pick up Weight Pad 5 
Move to Pad 2 
Weight on Pad 2 
Door Opens 


The Silver Key is 
located beyond the 
weight puzzle. 


Now you are inside the room at C46, where you 
find the Silver Key. Jump back across the pads and 
to the pillar room and use the Silver Key at C47. 
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Stem 
Silver Key 


Found deep in the Catacombs, 
this key is the last you will need to 
reach the Treasure Vaults. 


Through the door with the Silver Key, you will now 
have to traverse a hall with more spinning blades. Again, 
save here and watch the cracks in the wall. Time your 
movements through here carefully, Once through the 
hall, you’ll come to an empty chamber at C48. Head into 
the next room, and prepare for a challenge. 


It seems the ancient Redguard kings went to some 
at lengths to protect their treasure vaults. Think 

w pleased Richton was to inherit this structure. 
pproach the podium at C49 and press it. The rings 
the Coliseum will begin to turn. Save here, and stay 
your toes. 


The goal of this chamber is to reach the bottom, 
ideventually entry to the Treasure Vaults. There are 

e rings which you must traverse. Each ring has 

e blades inside that will kill you on contact. Be 

tient, save a lot, and watch your every move. 

ember, the walls are turning, and usually you’re 
ding on the roof of the ring below you, so be 

pared for some strange movements. This will be one 
jour toughest challenges. 
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Drop through the hole in its roof to enter ring one, 


Look for a path inside Ring 1 heading down. Itsh 
be easy to find. You’ll then want to stand in one of the 
croppings in the outer wall and wait until a section of 
ring comes by with a hole in the floor. Move into theh 


] 
Once you are standing over the hole, eventually a 

in the roof of Ring 3 will come by, allowing you to 
down. Search for the outcrop with a lever in it (C52), 
it and the door at C53 will open. Head down the last} 
sage and you will end up on the bottom. Head down! 
hall on the bottom and into the Treasure Vault. 
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Left, The 
Coliseum of 
Revolution 
will be one of 
your toughest 
challenges. 


PUSH PANEL 


Right, 
when the lever is pulled in the 3"4 ring. 


he Creasure Vault 


When you approach the large stone doors to the 
reasure Vault, they will open and you will move inside. 
lere you will come face to face, not only with the riches 
fa Kingdom, but the great Dragon, N’falilaargas. You 
ill exchange pleasantries, and notice that he is guarding 
he Soul Gem of Prince A’tor, his newest prize. During the 
ne he will breathe into a brazier near you. Once the 
ight begins, you can only hurt the Dragon by swingin; 
four sword through the brazier, and enchanting your 
Word with the dragon fire. (Dreekius could have told 
ou how to kill a Dragon earlier). Once the dragon is 
filled, grab the Soul Gem and make for the exit to the 
you'll emerge on the north side of 
ome large doors. 
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Left, Greeting 
the Dragon 


You can only defeat N’falilaargas by enchanting your sworl 
with dragon fire. 


H 


194 


THE CATACOMBS, PA 


These doors out will only open once the Dragon is killed. 
Don’t leave without the Soul Gem. 


Stem 


quite ia dcaely He c 
harmed 

yc uu can only 

his belly. Wait for him to _ 

strike, and slash out. You 

have to hit him 4 times wit 

your enchanted sword. 


You'll recognize it as the Amulet from earlier. 
But now it is in your hands, the item that has caused 
all of this. Archmage Voa bound the Prince’s soul to 
| the gem during the Battle of Stros M’kai. Now you 
| must find a way to release it. 


Defense alii NA 
Aggression: Medium 
Hit Points: 40 
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Once you have the Soulgem from the Catacombs, itis 
time to revive Prince A’tor and lead the League to victory, 
As Basil and Iszara mentioned, you'll need the gem and 
to check the body at the Temple of Arkay. 


Things you'll need to have: 
1] 


Vessel of A’tor’s soul. Taken from the Catacombs. 
See pg. 195. 


The only way to remove the stasis field from A’tor 
body. Found in the Caverns. See pg. 107. 


Saban works 
her magic on 
the Soulgem. 


THE SWORD OF THE CROW 


Things you will have need to done: 


You must discuss A’tor with Nidal and tell him your 
plan. You must also show him Voa’s ring. Nidal is at the 
Temple. (pg. 52) 


You must set Hayle’s soul free (see pg. 130). You can 
learn from Coyle that Saban can work the magic of 
Soulgems, and she becomes your 
“diamond in the rough”, for once 
Hayle’s soul is set free, she is avail- 
able to help you. Bring the soulgem 
to her, after you have taken care of 
things at the Temple, and the scene 
will begin. 


After you cover things with Saban, 
loyle will get the League and every- 
ne will meet at the temple for the 
toration of the Prince. Saban works 
ler magic with the Ring and the 
ulgem. A’tor’s soul is freed. But something goes wrong. 
le still lies motionless, as if dead. Basil is distraught, and 
is lost. 


The soul is in the sword! 


You notice his sword glowing (if you’ve played 
iggerfall, you'll remember the use of soulgems to 

ant weapons and items). You grab the sword. A’tor’s 
has gone not into his body, but into his sword. Basil 

id the others do not care, but the sword beckons you. 


Bethesda Softworks 


SDGUARD COMPANION 


You take command of the League. 


You challenge them, asking them to follow you and stand 
true with A’tor and the Crowns. You plan on finishing 
this to the end. The League rallies around you and they 
ask for direction. You are quick and decisive. They will 
move their ships into the harbor and secure it, and takeit” 
to the Imp s still left on the water. 


You're going into the Palace 
to settle the score with 
Richton...with the Prince at 
your side. 


Going through the secret door 
with the Soul Sword. 


198 


It has come down to this. With a sword enchanted with 
the Soul of Prince A’tor, you will enter the Palace, and 
strike down Richton and his men. The League will take 
the harbor, and the Empire shall be driven from 
Hammerfell. 


The Soul Sword can open the secret door in the back 
of the Palace, and you'll enter in the back courtyard (P1). 
The Palace is full of Elite Guards. You’II notice Richton’s 
Dwarven dirigible above, one of his plunders from the 
Dwarven Ruins, and his means of escape. You've got to 

et to it if you are to stop him. 


Head to the door at P2 and enter the Palace through 
ie Armory. 
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Charged with the power of Prince 
A’tor, this magical sword does twice the dam- 
age of your usual sword. Strength potions will not 
have much of an effect while using this sword, for it 
is already at such a high level. 


them, saving yourself a 
Richton. 


pe reetecolag: High 
Hit Points: 50 


€NTER PALACE 


Enter the Palace through the door to the Armory. P 


You'll enter at the Armory (P2). There are several 
guards in here. This is another good place to save. Go 
south through the door at P3, and into the halls beneath 
the Palace. These halls had at one time joined with the 
Catacombs, but have since been sealed off. In the roomal 
P4, you can find some potions and such. 


From here you should take the 
east passage, which leads to the 
kitchen at P5. 


In the Armory 


1998 Bethesda Softworks 


REDGUARD COMPANION 


Beneath the Palace, at P4. 


Ds 


ORAS RS 
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Now in the kitchen at P9, 
you'll want to turn the wheel 
in the lower section that move 
the kettle out of the chimney. 
Since Richton’s locked all the 
doors, this will prove your 


only way up through the rest 
of the Palace. The fire is burn- 
ing here and you can put it out 
by getting the bucket and fill- 
ing it with water from one of 
the taps in the kitchen. You'll 

ave yourself some damage by 
doing this, but i not vital. 
Climb up the chain in the 
chimney and enter the 
Ballroom at P10. 


| TURN WHEEL 


Roast the pig for kicks. Magnificent! 
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You will have seen this room several times before 
through cutscenes involving Richton and Dram. You 
want to get to the other side into Richton’s chambers. 
You'll have to jump and pull across the chandeliers in this 
room. Start at the west end of the ballroom by pulling 
yourself up on the ledge. Go across all three chandeliers 
and jump through the pulpit (P11). The other doors in 
this room will just lead you outside, so you should ignore — 
them for now, unless you need some potions. 


Hint: You can actually reach here 
as well with an excellent jump 
from the edge of the Ballroom rail 
next to the pulpit. 


Once in Richton’s chambers, you'll 
see a great variety of stuff across 
many tables. Dispatch the guards 
here and go to the north table (P12 
and pick up the Palace Key. This 
will get you through all the locked 
doors in the Palace. 


Above, Jump across 
the chandeliers in the 
» Ballroom to reach the 


pulpit. 


Right, In Richton’s 
chambers. 


Head back down and open the door at P13 with the 
Palace Key and go directly into the Throne Room. 


alace Key 


Found at the nor d 
of the tables in Ri chambers, this key will 
open all the locked doors in the Palace. Very useful. 


You'll find several guards in here, and a strange new 
Dwarven lift Richton had installed. This was his means of 
escape. So you'll want to get on, pull the lever and ride 
the lift to the top of the Throne Room. Up here (P15), you 
can use the Palace Key to open the door to the exterior. 

Refer back to P15 as well on the exterior map (pg. 199). 
‘There is a lever up here on the exterior that will lower the 
lift to the dirigible at P17. 


Head back through the throne room 
and out of the Palace. Open the door to 
the lift outside at P16, and ride it up to 
the dirigible. At the top you'll encounter 
Dram again. Watch his quick attacks, 
save and jump onto the dirigible, where 
you will finally challenge Richton. The 
scaffold will collapse behind you, and 
it’s man on man. Richton will be your 


Take this Dwarven lift to the top 
of the Throne Room. 
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toughest duel yet; he is quick and ruthless. Keep him 
moving and use your defenses. Finish him off and view 
the ending. 


Once you defeat Richton, he will fall to the ground, 
with your sword at his throat. But Dram (some people 
just won't die!) gets the drop on you as more soldiers 
emerge from the hull of the dirigible. Richton condemns 
your actions and sentences you to death. You warn him ot 
his failure, that he never really killed the Prince, just as 
the Soul Sword comes to life, moaning through the air 
and diving through Richton’s chest. A’tor has had his 
revenge as well. 


You dive off the dirigible as the Soul Sword cuts 
through Dram and the dirigible goes hurling to its 

red contrast rate here ort destruction. The Soul Sword lands at your side. You gaze 
the scaffolding. Keep away 
from his quick overhead 
attack. Block as much as you 


| 
chemies 
| 
| 


Attack Skill: High 
Defense Skill: High 
Aggression: Very High 
Hit Points: 50 


Richton defeated! 


Leaving Hammerfell in good hands. 


across the city to see the final Imperial ships sinking 
under the League’s attacks. The day has been won, the 
Imperials defeated. 


Ashort time passes, and you prepare for your good- 
byes. You have rescued both Iszara and Hammerfell. They 
ill be fine without you now. Iszara now rules the city 
with the Soul Sword at her side. Seems that the Emperor, 
Tiber Septim, has agreed to sign an accord with the 
edguards, allowing them to join the Empire, on common 
ground, not as exploited subjects. 


You leave Hammerfell in good hands, and return to the 
only life you know...adventure. 
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Richton 


His size 
hides his 
excellent swordsmanship, and 
this will be your toughest 
fight yet. Watch yoursmove- 
ment/on the dirigible, for you 
can fall off. It is a good idea 
to keep him on the lower lev- 
el, where the rail can protect 
you. Defend a lot, but Richton. 
is great at slicing you when 
you defend just the air. Block 
his triple attack and do your 
own while he spins back 
around from being denied. 


Attack'Skill: Very High 
Defense Skill: Very High 
Aggression: Very High 
Hit Points: 100 


THe REDGUARD COMPANION 


© 1998 Bethesda Softworks 


14, 


15: 
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This lists, in the quickest order, all actions required for win- 
ning the game, Jt is useful if you want to know the next step 
inthe game. Keep in mind, this is the quickest way through 
the.game, not necessarily the best. Consult the €lrea 
Descriptions for further information, 


Defeat Restless League pirates aboard Brennan’s 
ship. 


Visit Tobias and Dreekius in Draggin Tale. 
Take Kotaro’s courier job. 


Cross the Spine to the Boatman. 


Open Tower Gate on Isle of N’gasta with Crowbar. 
Receive Amulet from N’gasta. 
Return Amulet to Richton in Palace. 


Defeat Richton’s men and get thrown into the 
Catacombs. 


In Catacombs, acquire Rusty Key from dying pri 
oner. 


Escape the Catacombs. 
Query Mariah about Smuggler’s Den. 


Ask Krisandra about Smuggler’s Den. 


Ask Lakene about Silver Locket and Smuggler’ 
Den. 


Enter Bell Tower, speak to Favis, and climb ro 
get the Monocle. 


Enter Harbor Tower, and give Monocle to Prr 


16. 
Ws 
18. 
9. 
20. 
21. 
22. 
23. 


24. 
2D: 
26. 
27. 
28. 
Bo. 
30. 
31. 
32. 
33. 


34. 


85. 
36. 
37. 


THE COMPLETE WALKTHROU 


Receive Red Flag. 

Wave Red Flag on Harbor Tower Bridge. 

Favis rings the bell and Rollo leaves his house. 
Steal Lakene’s Silver Locket from Rollo’s chest. 
Receive Password to Smuggler’s Den from Lakene. 
Enter Smuggler’s Den. 

Obtain Redguard Insignia from Urik. 


Open Lighthouse with Rusty Key, and signal 
Yaeli’s ship. 


Obtain Yaeli’s confidence with Red Insignia. 
Fight Vander in Restless League Hideout. 
Receive the Key to Iszara’s Lodge from Basil. 
Get Bandage from Basil or Vander. 

Use Bandage to make Bloody Bandage. 
Open book in Iszara’s Lodge. 

Enter Goblin Caverns behind waterfall. 
Read Kithral’s Journal for Password. 

Defeat Ogre, and retrieve Voa’s Ring. 


Purchase book on Dwarven Lore and the Elven 
Artifacts book from J’ ffer’s. 


Enter the Dwarven Ruins with the Book of 
Dwarven Lore. 


Traverse the Dwarven Ruins. 
Defeat the Steam Golem for the Dwarven Gear. 


Repair Observatory with Dwarven Gear. 
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38. 
39, 
40. 


41. 
42. 


43. 
44. 
45. 


46. 
47. 
48. 
49, 


50. 
51. 
52. 
53. 
54, 
55. 


56. 
57. 


Solve Starsigns Puzzle in Gypsy Camp 
Talk to Falicia at Mage’s Guild. 


Archmage Jaganvir transforms Cyrus into a 
Gremlin. 


At jail, solve Gremlin Speech Puzzle. 


From the jailed Joto, receive Map Piece, and return 
to human form. . 


Fight Dram in the Jail. 


Elude Guards at Rooftop Chase. 


Take Elven Artifact book to Maiko, for Reference 
Map. 


Talk to Falicia about the Flask 
Defeat Guards searching Krisandra’s house. 
Get Key from Krisandra 


Use key to enter Krisandra’s storeroom and get 
Silver Ship. 


Talk to Dreekius about the Flask. 
Tell Crendal you know he has a piece of the map. 
Get Map details from Trithick. 

Trick Crendal into showing his map location. 
Dig up Trithick’s map piece. 


Decipher Maps, and dig up the Flask of Lillandi 
with Shovel. 


Return to N’gasta’s Isle. 


Defeat N’gasta in his Tower with the Flask. 
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58. 


59. 


60. 


61. 
62. 


63. 


64. 
65. 
66. 


THE COMPLETE WALKTHROUL 


Using N’gasta’s Book, mix ingredients to escape 
Tower. 


Solve Clavicus Vile’s Riddle to receive Iszara’s soul 
from Clavicus Vile 


Enter section 2 of the Catacombs with the Gold 
Key. 


Defeat Dragon for Soul Gem. 


At the Temple of Arkay, show Kithral’s Journal, 
and Voa’s Ring to Brother Nidal. 


Talk to Saban about Soul Gem, Ring, and Prince 
A’tor’s body. 


Bind A’tor’s Sword to the Soul Gem. 
Open Palace proper with Soul Sword. 


Fight through the palace and dispatch Richton to 
the Great Beyond. 


© 1998 Bethesda Softworks 


'DGUARD COMPANION 


Arkay’s Fertility Statue........... 
Bell Tower.... 
Books 
Dwarven Lore...... 
Elven Artifacts VIII. 
Ffoulkes Firmament 
Flora of Hammerfell 
Redguard History... 
Cartographer’s Shop 
Catacombs...... 
Characters 


Brother Kithral . 
Brother Nidal 
Clavicus Vil 


Krisandra 
Lakene. 
Maiko 
Mariah.. 
N’gasta 
Orsone.. 
Prisone: 
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racters (continued) 


Harbor Tower. 
Hunding ... 
Isle of N’gasta . 
Items 


Amulet . 
Bandage 
Canah Feather 
Compass 
Crowbar 
Dwarven Gear. 
Flask of Lillandril 
Gold key 
Iszara’s Journal . 
Iszara’s Piece... 

Joto’s Map Piece. 
Key to Iszara’s Lodge. 
Kithral’s Journal 
Krisandra’s Key 
Krisandra’s Piec 
League Hidequt 
League Insignia.. 
Maiko’s Map .. 

Monocle 

Palace Key 
Red flag. 

Rusty key. 
Silver locket 


Stone rune 

Talisman of Hunding. 
Trithick’s Piece 
Torch... 
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